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D.C. Comics' famous super 
B p f hero Batman breaks onto the 
jpjrmicro screen in a Wham! POW! 
t rcade adventure as you engage the 
f evil in Gotham City. Start in the Batcave 


Le Mans is the 24-hour 
BJSp^orld endurance championship. 

other races pale in comparison, 
lio other race challenges a driver, 
physically or emotionally, as WEC Le Mans 

car far 


nd move on through the world of fun and excitement as y< 
ace the trickiest customer of all... the Penguin. 5ave som 
trength for battles ahead with the dastardly Joker howeve 
Ou'll miss the thrilling climax! Cartoon style graphics and 
nimation make for stunning realism with innovative game 
•lay for long lasting entertainment. 

M Si © DC COMICS IMC. 1988. ALL RIGHTS RESERVED. 


24. The racer must push himself and his 


beyond limits required by any other race, lie must 
use his sixth sense as he becomes one with a 
machine which is perilously insensitive to 


human frailties. 
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Tune it to the soundtracks of hit games reviewed this issue, listen 
to the ACE chart rundown, find out what Rob Hubbard's latest 
composition sounds like, check out the history of computer 
music, eavesdrop on CD ROM Defender of the Crown , prick up 
your ears to the Radio Ace Aural Competition and listen to the 
first Reader's Composition, sent in by John Waltho after he heard 
the Making Music feature last issue. Whew! You'll have to put your 
ears on a diet after they've feasted on Radio Ace. 
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UP AND COMING.14-20 

Ace goes on the road to Amsterdam on Page 14, takes 
the pick of the Previews, on Page 18, then trucks on 
down to System 3 to see what's goin' on... 


ARCADE ACE.22 

Our intrepid coinslot filler Andrew Smith takes a look at 
Ikari III and Saint Dragon , two hot new arcade entries. 


SCREEN TEST.35 

Pages and pages of reviews, crammed this month with a 
plethora of original titles. Is the coin-op conversion 
doomed? Not yet, but a new wave of original software is 
sweeping in. However, T-T-Timescanner leads the coin-op 
fightback this month... 


SCREENTEST SUPPLEMENT.63 

It's straight into the T'N'T section for power players this 
month, then on to Updates on new versions of existing 
releases and a quick peek at the Budget world... 


GAMES WITHOUT FRONTIERS.24 

Compact disc storage in conjunction with new hardware will 
lead to real video action in computer games. We check out 
the hardware and find out who's developing what... 


PLAYING 
ROLES 
.90 

Steve Cooke takes 
an overview of Role 
Playing games on 
computer, in the 
RPG-uide, starting 
this month. 
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...there will 

shakeout in the industry. 

will rocket, games 
will become multi-million 
dollar productions..." 

Find out why. Page . 24 

- -:-— 


TRICKS 'N' TACTICS.63 

Graced with the presence of Mike Singleton, T'N'T's main 
attraction this month is the first instalment of a special 
two-part playing guide to 8-bit War In Middle Earth, giving 
the low-down on all things Hobbitty and Orc-like. 

Meanwhile on the 16-bit front, there's a special 
coaching session on TV Sports Football, and some 
extremely useful tips on how to get going with FOFT. All 
this, plus a goldmine of information for the discerning - 
but unscrupulous - games player! 

ADVENTURES.88 

Steve Cooke gets into preview mode again, taking a peek 
at what's around the corner from Infocom, then moves 
into gear with Part One of his role-playing analysis. 


REGULARS 


NEWS.9 

It has been a busy month. New labels have been 
launched, new hardware announced and Telecomsoft is 
about to go to a new owner. Find out all about it. 

LETTERS.12 

The usual mix of prizes and opinions. 

GRAPHICS.81 

Our resident art critic jfPif| 
becomes a CAD. A CAD t ^ 
expert with Professional fiLA 
Draw for the Amiga. Graphic 
Accounts keeps you up to 9999I F 
date with developments in 19 
the computer art world. IHr A 

MUSIC. 85 

Jon Bates gets to grips with sequencers: whatever your 
machine, there's no reason for not making sweet music. 


IN THE PINK 


In the Pink Pages this month: the editor goes slightly mad; 
handy tips for computer gaming, featuring the fabulous 
Binocumags; competition results; more news of Play by Mail 
games; a full MicroProse soccer report; plus puzzles, cross¬ 
words, surprises, Nigel from Rigel, N'Gar Thrombobo, and 
(eventually) the final frontier in the form of the Blitter End. 



Hardware, software and useful non-computer clobber is all on offer. Page 33 




















































CHECK OUT THE NAMES. < 



Faxminster 23 Market Square, Hemel Hempstead, Herts. Tel: 0442 55044 
Software Plus Unit 94, Inshops, The Maltings, St. Albans. Tel: 0727 64347 
Software Plus 13 Town Square, Stevenage. Tel: 0438 742374 
Video City 45 - 47 fisher Green, Stevenage, Herts. Tel: 0438 353808 (ST & AMIGA SPEC) 
Video City 10 Station Rood, Letchworth, Herts. Tel: 0462 672647 (ST & AMIGA SPEC) 

Computer Leisure Centre 117 High Street, Orpington. Tel: 0689 21101 
Silica Shop 1 - 4 The Mews, Hotherley Road, Sidcup. Tel: 01 302 8811 
Software Plus 35 High Street, Gravesend. Tel: 04/4 333162 

Software Plus Unit 2,4 — 6 Orange Street, Canterbury. Tel: 0227 438112 
Video Machine 194/196 Canterbury Street, Gillingham, Kent. Tel: 0634 56460 

Alan Heywood 174 Church Street, Blackpool. Tel: 0253 21657 

Bits & Bytes Tithe Bam Street, The Rock, Bury. Tel: 061 764 1989 

Micro Chip Shop 190 Lord Street, Fleetwood. Tel: 03917 79511 

PV Computers 104 Abbey Street, Accrington. Tel: 0254 35345 

PV Computers 97 S*. Albans Rood, St. Anne's. Tel: 0253 722969 

Vudata 203 Stamford Street, Ashton-under-lyne, Lancashire. Tel: 061 339 0326 

May's Computer Centre 57 Churchgate, Leicester. Tel: 0533 22212 

Doublevision 32 High Street, Ealing, London. Tel: 01 566 1004 

Erol Computers 125 High Street, Walthamstow, London. Tel: 01 520 7763 

Logic Sales 19 The Broadway, The Bourne, Southgate. Tel: 01 882 4942 

Microtek Grove Green Rood, Leytonstone. Tel: 01 566 2275 

Shekhana 221 Tottenham Court Rood, London. Tel: 01 631 4627 

Silica Shop 52 Tottenham Court Road, London. Tel: 01 580 4000 

Software Plus Inshops, 37 - 43 South Mall, Edmonton Green Shopping Centre. Tel: 01803 8581 

Virgin Games 100 Oxford Street, London. Tel: 01 637 7911 

Virgin Games 527 Oxford Street, London. Tel: 01 491 8582 

Bits & Bytes 18 Central Station, Ranelagh Street, Liverpool. Tel: 051 709 4036 
Micro Snips (Mail Order), 37 Seaview road, Wallasey, Merseyside. Tel: 051 630 3013 
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The Computer'Shop 329 Astfey"Road, Parkstone, Poole, Dorset. Tel: 01 

Computerware 22 St Leonard's Road, Bexhill-on-Sea, East Sussex TN401HT. Tel: 0424223340 

Computer Leisure Centre, 6 Lower Mallow Street, Limerick, Ireland. Tel: 010 35361316488 
Virgin Games 14-18 Aston Quay, Dublin 2. Tel: 0001 777180 

Computerama 88/90 London Road, Southend on Sea. Tel: 0702 335443 
Estuary Computers Victoria Precinct, Southend on Sea, Essex. Tel: 0702 614131 
Softseilers 36a Osbourne Road, Colchester. Tel: 0206 560638 
Software Plus 336 Chartwel! Square, Southend. Tel: 0702 610784 
Software Plus Liberty Shopping Hall, Basildon. Tel: 0268 27922 
Software Pius 15 Kingsway, Colchester. Tel: 0206 760977 
Software Plus Unit 1,28/31 Moulsham Street, Chelmsford. Tel: 0245 491746 
Software Plus Unit 1 Queensgate Centre, Orsett Rood, Grays. Tel: 0375 391164 

G. D. Computer Software 9 Market Parade, Gloucester. 0452 307108 
The Model Shop 79 Northgate Street, Gloucester. Tel: 0452 410693 
The Model Shop 22 High Street, Stroud. Tel: 0433 65920 

Microbyte Unit 176, Halle Mall, The Amdale Centre, Manchester. Tel: 061 832 1438 
The Computer Shop Unit P, Knightsbridge Moll, The Amdale Centre, Manchester. Tel: 061832 

0878 

Columbia Combia Computers 17 Columbia Road, Ensbury Park, Bournemouth. Tel: (0202) 
535542 

Film Plus 13 London Road, North End, Portsmouth. Tel: 0705 697802 

G.B. Microland 7 Queen's Parade, London Road, Wateriooville. Tel: 0705 239911 

Software Plus Unit 8, The Boulevards, Wellington Centre, Aldershot. Tel: 0252 29862 


Antics 16 St. Swithin Street, Worcester. Tel: 0905 22335 

G. D. Computer Software 37 Upper Tything, Worcester WR1 1JZ. Tel: 0905 726259 


Ace Computers 42 Cannon Street, Bedminster, Bristol. Tel: 9272 637981 
Ace Computers 3 North Street, Bristol. Tel: 0272 666341 
Virgin Games 18 Merchant Street, Bristol, Avon. Tel: 0272 294779 

Software Plus Unit 11, The Boulevards, Harpure Centre, Bedford. Tel: 0234 66598 

Aylesbury Computer Centre 38 Kingsbury Square, Aylesbury. Tel: 0296 89480 

Software Plus 43 Burleigh Street, Cambridge Tel: 0223 353643 

Northwkh Computers 79a Wrtton Street, Northwich, Cheshire. Tel: 0606 47883 
Oracle Computers 230 High Street, Winsfoid, Cheshire. Tel: 0606 861253 
Tim's Megastore 29/31 Sunderland Street, Macclesfield, Cheshire. Tel: 0625 34118 

C.H.I.P.S. Computer Shop 151 Linthorpe Road, Middlesborough Tel: 0642 219139 
C.H.I.P.S. Computer Shop Silver Court Shopping Centre, Silver Street, Stockton on Tees. 

Tel: 0642 618256 

Computer Shop 14 West Row, Stockton on Tees. Tel: 0642 606166 
Topsoft 3 Hambletonion Yard, Stockton on Tees. Tel: 0642 670503 

C.H.I.P.S. Computer Shop Clarkes Yard, Dariington.Tel: 0325 381048 
Topsoft 6 Wellington Court Mews, Grange Rood, Dariington. Tel: 0325 486689 

DK Sound & Vision 7 Ughtwood Road, Buxton, Derbyshire. Tel: 0298 72066 
Gordon Harwood 69 -71 High Street, Alfreton, Derbyshire. Tel: 0773 836781 

Computerbase 21 Market Avenue, City Centre, Plymouth. Tel: 0752 672128 
Flagstar Computers Unit 12, The Plains Shopping Centre, Totnes, South Devon. 

Tel: 0803 865520 

Judya Computers 7/9 Exeter Road, Exmouth, Devon. Tel: 0395 264593 

The Model Shop 11 Old Town Street, Plymouth. Tel: 0752 221851 

Truro Micro Ltd. Bridge House, New Bridge Street, Truro, Cornwall TR1 2AA.Tel: 0872 40043 
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on Street, Birmingham. Tel: Oil 236 1577 
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S. Humberside. Tel: 0724 833463 


Weston FaveJI Centre, Northampton. NN3 4JZ 

' R ft a i3 T 2779(tt| by Teh 0788 72309 


ttingham. Tel: 
: 586454 


!2 Carver Street, St 

20 Cleveland Street, D 

. er Store 44 Market Street, Barnsley, S. Yorkshire. Tel: 0302 21134 
The Computer Store 21a Printing Office Street, Doncaster. Tel: 0302 25260 
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nputers 7 Waterloo 
zia 204 High Street, Dudley, 

Comtazia Shopping Mall,. 

Micro City la Queens Rood, Nuneaton. Tef: 0203 382049 
Mr. Disk 11-12 Three Shires, Oak Road, Beorwood, Wariey. Tel: 021 429 4996 
Software City 1 Goodall Street, Walsall. Tel: 0922 24821 
Software City 3 Lichfield Passage, Wolverhampton. Tel: 0902 25304 


>1:0384 261698 


e 14 St. Sampson's Square, York. Tel: 0904 646934 
sr Centre 9 Davygate Centre, Davygate, York. Tel: 0904 651862 


Burton Software 31/2 High Street, Burton on Trent, Staffs. Tel: 0283 34388 

Miles Better Software 219/221 Cannock Road, Chadsmoor, Cannock. Tel: 0543 466377 

Software City 59 Foregate, Stafford. Tel: 0785 41899 


Microbyte 27 Goosegate, Hockley, Nottingham. Tel: 

North Notts Computers 23 Outram Street, Sutton in Ashfield, Notts. Tel: 0623 556686 
Virgin Games 6 - 8 Wheeler Gate, Nottingham. Tel: 0602 476126 


Bits & Bytes 47 Upper Orwell Street, Ipswiut. Tel: 0473 219961 
Bits & rytes 45 Orwell Road, Felixstowe, Suffolk. Tel: 0394 279266 
Softsellers 5o Dogs Head Street, Ipswich. Tel: 0473 57158 
Software Plus 22 St. Matthews Street, Ipswich. Tel: 0473 54774 


Crawley Computers 62 The Boulevord, Crawley. Tel: 0293 37842 
Worthing Computers 7 Warwick Street, Worthing. Tel: 0903 210861 


Club Computers 6 Evans Yard, Bicester, Oxon. OX6 7ST. 

Panther Computers 2 Regents Arcade, Wantage, Oxon. Tel: (02357) 4831 
Softspot 3 George Street, Banbury. Tel: 0295 68921 

Witney Computer Centre 105 High Street, Witney, Oxfordshire. Tel: (0993) 778294 


The Model Shop 89a Woodbridge Road, Guildford. Tel: 0483 39115 


Logic Sales 6 Midgate, Peterborough. Tel: 0733 49696 


Microbyte 56 Garden Walk, The Metro Centre, Gateshead. Tel: 091 460 6054 
Microbyte The Green, Newcostle-upon-Tyne, Tyne & Wear. Tel: 091 261 9050 
Sunderland Computer Centre 29 Crowtree Road, Sunderland. Tel: 091 565 3711 
The Computer Shop 7 High Friars, Eldon Square, Newcastle. Tel: 091 261 6260 
The Computer Shop 9 Maritime Terrace, Sunderiand. Tel: 091 310 8142 


Ator. Software 495 Great Horton Road, Great Horton, Bradford. Tel: 0274 373788 

Microbyte 1 Kirkgate Mall, The Kirkgate Centre, Bradford. Tel: 0274 308829 

Microbyte 29 Queen Victoria Street, Leeds. Tel: 0532 450529 

Microbyte 33 Kirkgate, Wakefield. Tel: 0924 376656 

The Computer Store 34/36 Ivegate, Bradford. Tel: 0274 732094 

The Computer Store 10 Square, The Woolshops, Halifax. Tei: 0422 69077 

The Computer Store 4 Market Place, Huddersfield. Tel: 0484 514405 

The Computer Store 40 Trinity Arcade, Bond Street Centre, Leeds. Tel: 0532 429284 

The Computer Store 13 Westmoreland Street, Wakefield. Tel: 0924 290139 

Virgin Games 94 Briggate, Leeds. Tel: 0532 432606. 


Capital Computers 12 Home Street, Tollcross, Edinburgh. Tel: 031 228 4410 
Inverness Computers 15 Market Arcade, Inverness. Tel: 0463 226205 
The Micro Shop 271/275 Dumbarton Road, Glasgow. Tel: 041 339 0832 
Vic's Computer Supplies 31 - 33 South Street, Perth, Scotland. Tel: 0738 36704 
Virgin Games 131 Princes Street, Edinburgh. Tel: 031 225 4583 
Virgin Games 28 - 32 Union Street, Glasgow. Tel: 041 204 0866 
Virgin Games Centre Argyle Street, Glasgow. Tel: 041-221 2606 


Allsorts 39 Cross Street, Abergavenny, Gwen*. Tel: (0873) 6903 
Bud Morgan 22/24 Castle Arcade, Cardiff Tel: 0222 229065 
E.C. Computers Glamorgan House, David Street, Cardiff. Tel: 0222 390286 
Tandy Pier Street, Aberstwyth, Dyfed. Tel: 0970 625491 


Antics 8 Regent Circus, Swindon. Tel: 0793 611253 


Spa Computer Centre 68 Clarendon Street, Leamington Spa. Tel: 0926 337648 


U.S. Gold Limited, Units 2/3 Holford Way, Holford, 
Birmingham Bi 7AX. Tel: 021 356 3388. 


























ADVERTISEMENT 


MicroProse Soccer 





MicroProse shocked everybody when 
they released MicroProse Soccer for the 
C64. Not only had they produced a non- 
militaristic product, they had done it with 
such expertise that MicroProse Soccer 
has become an'instant classic on that 
format. Now, MicroProse have released 
the sixteen-bit version. Just how do they 
compare with the original version? Read 
on... 

The simulation provides both indoor and 
outdoor action with American rules six-a- 
side and standard eleven-a-side respect¬ 
ively. The time for each game can be varied 
between 2 and 12 minutes. Players may 
play against each other or one play against 
the computer. Selection of your team in 
the World Cup Competition is crucial, as it 
is in real life - it is much easier to win if you 
are a historically good footballing nation, 
such as Brazil than if you are Oman or 
Algeria. Conversely, if you get too good, 
you could try taking on the might of West 
Germany with yourself playing as Poland. 
Other control options allow for extremely 
varied games, with effects, such as, rain, 
thunder, overhead kicks and banana 
shorts coming into play. 

You are presented, on kick-off, with a look- 
down view - not a common one, but one 
that works well. On the 16-bit versions, you 
get no-holds barred, full screen, 8-way 
scrolling (so smooth!). Control your player 
nearest the ball with your joystick, using 


the firebutton 

to kick the 

ball in the 

RELEASE SCHEDULE 

AMIGA 
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SPEC 128 
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ATARI ST 

NEW 

£24.95 

IBM PC 
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C64/128 

V_ 
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£14.95 cs 
£19.95 dk j 


direction your player is facing. The position 
of the joystick when kicking the ball 
determines the path that the tj.aH takes, 
such as, high lobs, banana kicks and 
overhead kicks. Recapture posession of 
the ball with a sliding tackle (the wetter the 
pitch, the longer the slide!). Should the 
opposition get within range, you gain 
control of your goalkeeper to prevent the 
inevitable shot from reaching the back of 
the net. 

Throw-ins, corners and goal kicks all play 
their part in the game. Attention to detail is 
one of Microprose’s hall marks and 
MicroProse Soccer has not been left 
wanting in any respect. The colour of the 
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players strips, strength of banana kicks 
and an action replay when a goal is scored 
are all excellent finishing touches to an 
already brilliant game. Overall, MicroProse 
Soccer has to be the definitive football 
simulation - be there for the kick off! 


C & VG Game of the Month - 95% 
‘Undoubtedly the best football game ever 
produced - miss it at your peril!’ 

C&VG 

Zzap Sizzler — 90% 

‘One of the best soccer sims I’ve ever 
seen. Little touches like the rain on the 
pitch and banana shots really make it 
something special.’ 

Zzap 

TGM Star Player-89% 

‘MicroProse Soccer is of the highest 
quality - its fact action makes it far more 
playable than other soccer games.’ 
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SIMULATION • SOFTWARE 

UNIT 1, HAMPTON ROAD INDUSTRIAL ESTATE, TETBURY, GLOS. 




































j Console competition hots up 
j MicroProse launch new labels 
j Rob Hubbard: where is he now? 





AWASH WITH 
COHSOLES... 


Atari's 6502-based console, the 
7800, should arrive in British shops 
in the next month or so backed by 
a comprehensive range of games 
from the likes of Electronic Arts, 
Activision and Epyx. Compatible 
with cartridges for its little brother, 
the 2600 console, the 7800 offers 
rather more sparkling graphics: 16 
graphics modes are available to 
programmers, and they can be 
mixed n’ matched just about every 
which way, according to a technical 
spokesman from Atari. 

At the moment, games are 
being converted from American 
NTSC versions so that they will run 
on the PAL system to be sold in 
the UK, but new original games 
have already been commissioned 
from a software house in the north 
west of England. A team of ex- 
Imagine programmers have appar¬ 
ently contracted to produce six 
original games per year. Classic 
7800 titles already available in the 
States include Summer Games, 
Winter Games, Commando, 
Impossible Mission, Ballblazer, 
Super Huey and Choplifter. Per¬ 


haps the most interesting title in 
the lineup is a game called Tower 
Toppler, published in America on 
the US Gold label. UK gameplayers 
will already know it as Nebulus, 
from Hewson. 

The 7800 has reached the 
number two slot in America 
according to our source within 
Atari, overtaking the Sega in the 
race for console domination which 
has already been soundly won by 
Nintendo. Over 11 million 8-bit Nin- 
tendos have been sold in the 
States, and these days one in five 
American households owns a Nin¬ 
tendo console. 

Atari refused to name firm 
prices for the 7800 and its soft¬ 
ware as we went to press, but the 
console is likely to sell for less 
than £80 - probably £69.90 - and 
cartridges are likely to weigh in at 
£12.95 or £14.95 depending on 
the complexity of the game they 
contain. 

HAND HELD ACTION 

Rumours arrive from Japan that 
Nintendo plan to launch their 16- 


bit response to the 16-bit Sega 
later this year, although it is unlike¬ 
ly to reach British shores before 
1990 at the earliest: there's still 
plenty of room yet for 8-bit Ninten¬ 
do sales over here as it is. A hand¬ 
held Nintendo console is also 
rumoured to be in 
the offing, but 
only in Japan for 
the time being. 

Not to be out¬ 
done, the Ameri¬ 
cans are working 
on a hand-held 
games machine. 

Rumours have 
been circulating 
for some while 
that Epyx have 
been planning a 
console that 
bridges the, gap between hand¬ 
held games machines and the Tra¬ 
ditional’ console. According to 
industry trade paper CTW, Epyx 
have confirmed that their new 
machine will be unveiled at the 
June CES Show in Chicago, and 
while Epyx are not yet releasing 


any technical details, the unit 
should go on sale in America dur¬ 
ing July this year for less than 
$150, which would indicate a sub- 
£100 price for a UK launch. 
Founder and director of Epyx, 
John Brazier, has confirmed that 
the machine is 
due to arrive on 
these shores in 
time for Christmas 
next year... 

Finally, a 
CES launch could 
well be on the 
cards for the 
American version 
of the PC Engine: 
and if the Engine 
is indeed launched 
in the States later 
this year, leading 
American software developers are 
likely to start producing games for 
both the Engine and its CD-ROM 
drive. Further news on the direc¬ 
tion games design is taking with 
the impending arrival of CD ROM 
drives in the home can be found 
this month in our CD feature. 



The 16-bit Sega Console: 
soon to have a Nintendo 
16-bit rival... 
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ACE NEWS 


GOLD AT THE END 
OF THE RAINBOW 


German software publishing group 
Rainbow Arts has severed its links 
with US Gold and is to go it alone 
in the UK market from now on. 
Grand Monster Slam , the first title 
to be published solo in Britain, is 
reviewed this month and should 
be in the shops under the Golden 
Goblins label by the time you read 
this. Rainbow Arts is currently 
pondering the price point at which 
it will be entering the market: their 


games will be full price, but 
whether that means £15, £20 or 
£25 in the case of 16-bit product 
remains to be decided. 

Next off the Golden Goblins 
line should be Circus Attractions, 
due later this month, and then 
Spherical is due before June. Flip 
back to the March Issue for full 
details of what to expect from the 
Rainbow Arts group of companies 
over the coming months. 


Juggling is 
just one of 
the events in 
Circus 
Attractions, 
due soon 
from 
Rainbow 
Arts. 




In a novel deal with hardware manufacturer 
Amstrad, the Mastertronic arm of Virgin Mas- 
tertronic is poised to launch a new light gun 
for the Spectrum Plus machines and Amstrad 
CPC range of computers. A Commodore 64 
version of the £29.95 gun is also being 
contemplated, but no firm decision has yet 
been taken on the C64 front. The unit 
should be available in the next few weeks, 
and arrives bundled with six games: final 
details of the titles are currently being tied 
up, ready for the launch. Other software 
houses will be invited to write games 
that support the peripheral. 


The Virgin Mastertronic light gun, 
which will definitely be available for 
the Spectrum Plus and Amstrad, 
and might cater for the C64 as well. 


NO 

DUNGEON 
ON THE 
A500 



FTL have finally admitted defeat in 
the quest to produce a version of 
the ST classic Dungeon Master for 
the Amiga 500. They simply can't 
fit the code into an unenhanced 
Amiga, and feel that the reduction 
in the cost of memory enhance¬ 
ments, combined with the increase 
in demand for 1 Meg games, 
means that it's not worth compro¬ 
mising. More and more people are 
upgrading their machines, thus 
coming within range of the full 
Amiga implementation. 

“Any effort to reduce the size 
or complexity of the game would 
result in a product wholly unac¬ 
ceptable to FTL Games” is the offi¬ 
cial line, so A500 Dungeon 
Master has been aborted. Sad 
news for A500 owners, who won't 
be able to enjoy the original game 



or the imminent Chaos upgrade 
which adds new dungeons and 
quests to the original game. 

Dungeon Master II is currently 
underway at FTL's American HQ 
and will be published in Britain by 
Mirrorsoft in due course. Mean¬ 
while, for full details of the latest 
Imageworks, Cinemaware, FTL and 
•Spectrum Holobyte products, 
check out the ‘ACE On The Road in 
Amsterdam' feature that appears 
on Page 14. 


FOFT UPGRADE 
UNDERWAY 


Following reviews which marked 
the ST version of Federation Of 
Free Traders as flawed, Gremlin 
are taking steps to ensure that 
the Amiga version is as polished 
as possible. “Everything is there 
in the ST version” the Gremlin 
supremo Ian Stewart kindly 
explains, “but we just got a little 
too close to the game during 
development. We're actively tak¬ 
ing note of the critics while 
preparing the Amiga version." 

Gremlin are working on a sub¬ 
manual that includes a start-up 
guide to FOFT and will accompany 
the existing FOFT documentation 


in the Amiga packaging. Once the 
Amiga version has been tweaked 
and released, ST owners will be 
able to acquire the ST ‘FOFT 
remix' and a copy of the supple¬ 
mentary manual by sending their 
original FOFT disk to Gremlin with 
£1 to cover P&P costs. 

Meanwhile, if you're having a 
bit of difficulty getting the most 
out of FOFT, take a peek at the 
Tricks N' Tactics section this 
month, and remember, Gremlin 
have a full helpline service on 
0742 753423. As soon as the ST 
disk exchange service comes into 
being, well let you know. 
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MICROPROSE 

EXPANDS 

HORIZONS 



Two New Labels Launched and Telecomsoft Acquired 



Honda RVF biking, in the first release from new label MicroStyle. 


As we went to press with this issue, 
MicroProse and British Telecom had 
apparently ‘reached agreement in 
principle’ over the sale of Telcom- 
soft's three labels, Rainbird, Firebird 
and Silverbird. No firm details were 
available, but it is rumoured that the 
Virgin/Mastertronic group might 
well acquire rights to the Telecom 
back catalogue for budget release 
from MicroProse while the main 
labels Rainbird and Firebird transfer 
to MicroProse. Further details as 
and when they become available. 

Whatever comes of the Tele¬ 
comsoft deal, MicroProse is clearly 
gearing up for some serious expan¬ 
sion. A deal has been signed with 
Flewson under which MicroProse 


will release the cream of the Hew- 
son arcade crop in America, while 
back in England the 'Prose people 
will be dealing with Incentive's 16- 
bit marketing as well as releasing 
Universal Military Simulator II: 
Nations at War. Incentive's Dark 
Side and Total Eclipse are due out 
later this month on a brand new 
label - MicroStatus - under which 
Microprose plans to release games 
that require a bit of brainpower to 
complete. Complementary to the 
MicroStatus label is MicroStyle, set 
to feature super-slick shoot-em-ups. 
Xenophobe , Rainbow Warrior and 
RVF, a Honda motorbike simulation, 
are raring to go any day now. More 
details in the Previews section... 


ROB 
HUBBARD 



★ INTERVIEW 

For over two years Rob Hubbard held sway over the 
music scene, with public adulation and a fair number of 
awards under his belt. Then, without so much as a fond 
farewell, he disappeared practically without trace. ACE spoke 
to Rob in Foster City, California about his sudden exit... 


“I had been doing C64 and other eight-bit stuff 
for some time, and the ST was just starting to 
happen when I spoke to Mark Lewis, the head of 
Electronic Arts UK. He expressed an interest in 
my doing some sounds for them, and arranged a 
visit to the States for a few months, which I 
enjoyed immensely. I came back to Britain for a 
while, but when EA offered me a permanent posi¬ 
tion I took it.” 

Since he had a stranglehold on the computer 
music scene in Britain, Rob's decision to pack it 
all in and move to America may have seemed 
strange to his many fans, but Rob confides his 
motives at the time: “I was starting to get a bit bored with the eight-bit comput¬ 
ers, simply doing the same sort of thing but on different machines. I wanted to 
experiment more and America is really at the forefront of technology. 

“It's a different market over here: the main machines are IBM compatibles, 
some C64, a bit of Amiga and a bit of Apple II GS. I first started on the Tandy 
IBM, writing a digitised sound routine for the Tandy's four-voice sound chip. 

“The main problem I have now is supporting all the non-standard sound 
boards for the PC, which include the Ad Lib, CMS (Creative Music System), 
Roland MT-32 (a 32-voice generator: Rob's favourite), and the Music Feature 
Card, not to mention a number of digital to ana¬ 
logue converters. There are also rumours of two 
new sound boards which employ the Amiga's 
sound chip and the C64's trusty SID! 

“To get around this, I now compose music 
using the Voyetra package on a PC, and store all 
the tracks as MIDI files. I have a different MIDI 
driver for each different sound board, and when 
the program detects specific hardware, it simply 
loads the correct driver overlay from disk and 
then uses the single MIDI file through the driver. 

“The big advantage of this is that it saves so 
much time only having to produce one music file: 
and it's also quicker to compose on a synth than in hex!” 

So what of plans for the future? Rob, like everyone else, is waiting for the 
optical disk revolution to happen: “EA have a Phillips CDI machine - which is 
one of about three in the country - and there are already a number of formats, 
with CDI, DVI, the PC Engine CD ROM, the Tandy read/write optical disk system 
and the NeXT machine which is a 68000 machine with read/write CD drive. 
The beauty of all these is that they're ADPCM-based: I can simply record to 
disk like a normal CD. 

“Although I am now able to write using conventional synthesizers, the real 
challenge is doing clever things with the software. I'm already trying to create 
intelligent interactive music on the PC, as a precursor to the arrival of truly inter¬ 
active games. For instance, I'll write a backing 
track that plays continually, and then as the action 
hots up, I'll overlay other voices to spice up the 
soundtrack accordingly, and vice versa. This tech¬ 
nique is featured in my latest project, an interac¬ 
tive storytelling/adventure project for the PC.” 

Until CDI hits these shores (or Rob reappears in 
1991, when his visa runs out) anyone who wants 
to sample Rob's recent work can listen to the 
Hubbard soundtrack on Kings Of The Beach from 
EA (best heard on a Tandy 1000 SX or TX), 
or catch a snippet of his latest music on the 
Radio Ace cassette. 
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ACE LETTERS 


Time for some new topics old tight-wad decreed, pausing only to offer a measly #25 in prizes this 
month. And that to an oppressed minority! If you want to try to ‘prize’ open the Editor's wallet, get your 
missives in the post: 

ACE LETTERS 4 Queen Street Bath Avon BA1 1EJ. 


MONEY FOR VALUE? 

Why is it when you buy software 
for the Amiga or ST it comes in a 
box big enough to get ten disks 
in, let alone one? Also when you 
open the box you have to dig 
through piles of adverts and 
books to find the disk. 

When I buy software all I 
want is a box big enough to store 
the disk in and information on 
what keys to press to make it 
work. Also the screen shots on 
some of these boxes have not 
the slightest thing to do with 
what's inside. 

After digging through the 
adverts and other assorted bits 
of paper, at last! The manual. No, 
it's not the manual - it's a book 
about the life story of the sprites 
on the screen. 

I say cut down on novellas, 
cut down on other assorted junk, 
and cut down on software prices. 

C A Shaw, Ilford 


Hmm. And there was everyone 
thinking that novellas, posters 
and other goodies in the box 
made the software all the more 
worth owning. Have the market¬ 
ing men got it all wrong? 

GK 

Time and time again you hear 
people moaning and groaning 
about the price of software. If the 
software is too expensive, why did 
they buy the computer in the first 
place? If someone else bought it 
for them, they must have asked 
for it. 

I used to own a Spectrum 
Plus Two with over 370 games, 
and out of all of them I didn't have 
one copy. All my mates had 
between 25 and 100 copies 
because they said the price was 
too high. 

Now I own a Sega which I 
have had for a very short time.The 
games cost between £15 and 


£30, and all the games I have 
played have been worth it. 

Why does everyone moan. 
Are games really expensive? 

Daniel Worf, Kent 

Not so far as most software 
houses are concerned, that's fair¬ 
ly clear. But 370 original Spec¬ 
trum games, even if most of 
them were budget titles or free¬ 
bies with magazines, represents 
a large investment. Not everyone 
could afford such a collection of 
games. 

Moaning about the price of 
software and 'greedy' software 
houses does no good, I agree, 
and is generally unjustified. 

No matter how little spare 
cash you've got to spend on 
games, piracy is no solution to 
wanting more software than you 
can afford. It's theft, every bit as 
much as filling your pockets with¬ 
out paying down at the shops. 
The trick is to buy games more 
selectively - and there's no rea¬ 
son why two friends shouldn't 
exchange original copies of 
games (providing it is a genuine 
swap and backup copies aren't 
held onto). 

GK 

FIGHTING PLAN 

During our lunch hour four of us 
decided to pop into an amusement 
arcade near our working place in 
Central London. Inside we were 
very surprised to find that, other 
than a female cashier supplying 
change, there was absolutely no 
sign of even the slightest female 
games-playing fanatic. 

Could it be that the average 
British male has found something 
which is more appealing than the 
ever-so-average (but elegant) 
British female? 

The next day, a visit to Virgin 
Records confirmed our suspicions 
- the computer department was 
infested with the male-only species 
of the human race. Not even our 


short mini-skirts and lacy black 
tights attracted their attention. 

So that's it then. In the not- 
too-distant future, men MAY drop 
women for the joystick, MAY get 
the computer to make the dinner, 
or men MAY say 'not tonight dar¬ 
ling, I've got a computer' to fading 
wives. These four office girls 
known as the Brooke St babies 
WILL fight to bring females into 
the arcades, females into comput¬ 
er games stores and females 
back into the British home as the 
NO 1 interest of the British male. 

How? Easy, by playing games 
ourselves. 

Janet, Anita, Susan and 
Chazala, London 

Best of luck! And for the time 
being, that closes the debate on 
women and computing. Time for 
a new topic. 

POSITIVE EFFECTS OF 
VIOLENCE? 

I'm not only a parent, but also a 
Foster Parent. In view of this, 
please would you omit my name 
and address if you print this letter. 

In reference to Adam Morley's 
letter about shoot-em-ups having 
little or no effect on the majority: 
this opinion can be reinforced 
here, I hope. I have in my care a 
9-year-old boy who has had a very 
disturbed start to his life. Having 
the need to monitor him at various 
times in various activities, brought 
forward many observations. 

We recently purchased an 
Amstrad CPC 464 for the three 
children in our home. The inner 
aggressions and turmoils our little 
foster boy has had locked away, 
and which even a qualified thera¬ 
pist was unable to unlock, were 
released through the hack-ems, 
shoot-ems, blast-ems etc etc he 
played. 

My message is this. Let the 
do gooders experience the prob¬ 
lems that many normal parents 
face from day to day. A computer 


ON THE SPOT 

This letter has a strange purpose. This purpose is to ask Sandra 
Vogel, who is one of the unspoken-for women computer users to 
refrain from making references to 'spotty 14-year-old boys'. I happen 
to be, unfortunately, one of these boys and it can be very unpleasant 
to have an unpleasant fact of life like spots used almost as a form of 
abuse. 

Us spotty 14-year-old boys do not write letters complaining 
about the waste of space given to the modern, outspoken woman 
who wants to make her views on software targeting known. 

And the answer to Sandra Vogel's question: the reason that 
games are male orientated is that many more boys play games than 
women. And what do the software companies want to do? They want 
to make money, and they do this by targeting their games to the 
average or most common user — BOYS. 

James Ball, Chester 


Another minority offended and now 
defended. Resisting the urge to men¬ 
tion spot prizes, glossing over new 
complexions that may have been put 
on the matter, there's just time to 
apologise to Mr Ball and any other sim¬ 
ilarly offended readers and attempt to 
make up for the insult with a voucher 
for £25 worth of software... 


PRIZE 

LETTER 
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tucked away in a bedroom is quite 
often a damn good pressure 
release for many a family friction. 
Mind your business, and let peo¬ 
ple who really know mind theirs. 

A Foster Parent 

WEALTHY HORMONES 

The unfortunate thing with censor¬ 
ship is that the voice of reason is 
always drowned out by the moral 
minority. 

Girls get upset about sexy 
pictures because they are being 
used as objects, and I get upset 
as I am being treated like a bag of 
hormones with money. I find girls 
attractive, but using the female 
form and my own liking for the 
same degrades not only women 
but me as well. 

Which is why censorship can¬ 
not be left to a profit making com¬ 
pany or to the consumer. It must 
be in the hands of an independent 
body to draw the line in order to 
prevent the slow erosion of stan¬ 
dards. This line is where the medi¬ 
um, be it book, film, computer 
game or whatever, fails to enter¬ 
tain or add to the quality of life, 
but instead shocks and degrades. 

At the moment the line is 
drawn just about fine for society 
today. Freedom of choice must be 
allowed, but we need the right to 
say 'no'. 

Timothy Bell, Dundee 

Maybe there is a case for toning 
down advertisements, but who is 
to act as the independent censor¬ 
ing body? 

GK 

OVER THE TOP 

Does anybody out there own an 
Archimedes? Ha ha ha, that was a 
good one. 

I own a trusty rubber-keyed 
Spectrum from way back in 1982, 
and every day I use an 
Archimedes in school. I can safely 
say that the Speccy pees all over 
the Archimedes. People have 
slagged off the rubber keyboard 


for years, but have they tried 

using an Archimedes keyboard? It 
is too slow and confusing, with all 
the keys in exactly the wrong 

places. 

And then we come to games. 
You would think a 32-bit computer 
would supply better games than a 
48K one but no. This is not sur¬ 
prising when you consider there 

are less games for the 

Archimedes than there are for the 
Spectrum 16K which went off the 
production line years ago. 

This letter is to let the country 
know what a great computer the 
Speccy is and what a load of 
garbage the Archimedes is! 
Daniel Holling, 

Isle of Lewis 

Great computer though the Spec¬ 
trum is, aren't you going just a lit¬ 
tle bit too far in condemning the 
Archimedes? Without the Archie, 
there 1 d probably be no Virus for 
a start, and just you wait and see 
what programmers start doing 
on the games front once the 
Archimedes starts selling in seri¬ 
ous quantities. 

GK 

TIMELY ADVICE 

I recently bought a game for my 
Atari ST on the strength of two 
reviews, one in Popular Comput¬ 
ing Weekly and the other in New 
Computer Express. Both were 
glowing in their reviews of the 
game. 

I could not understand why 
your magazine waited until the 
May edition to publish a review of 
this game, but I now see that your 
reviewer has actually play tested 
the game and come to the same 
conclusions I did. 

The game in question is Fed¬ 
eration Of Free Traders. It would 
appear that the other two mags 
were drawn into the hype surround¬ 
ing this game and I doubt if they 
even took the time to load it into a 
computer before reviewing it. 

In future I will wait for your 


reviews before parting with hard- 
earned cash and getting yet 
another ear-bashing from my wife 
when buying a new game. 

C Symons, Purley 

As is our rule, we waited until the 
finished version of FOFT was 
available before writing our 
review — which meant that we 
followed the two weeklies and 
were over six months behind a 
couple of other monthly maga¬ 
zines! Reviewing 'early' or unfin¬ 
ished versions of games can eas¬ 
ily lead to (an apparent) mis¬ 
judgement on the part of the 
reviewer. 

Here at ACE we'll continue to 
review finished versions of 
games as soon as we can and 
leave the other magazines to fall 
over one another and do deals in 
the chase for 'exclusives'. We 
ain't being sanctimonious or any¬ 
thing — it's just that we believe 
that the version of a game that 
ACE reviews should be, to all 
intents and purposes, the game 
that our readers will end up buy¬ 
ing. 

Disappointed FOFT owners 
can find some good news on the 
news pages (where else?) this 
month. Gremlin plan to offer you 
an upgrade fairly soon... 

GK 

HOLY CLAIM 

Do you remember all those eons 
ago in ACE Issue 5 and 7, there 
were some letters about Leader- 
board hole in ones? The only hole 
in one shown on Leaderboard (not 
World Class Leaderboard) was by 
a Matthew Pedensen and Dad on 
their ST. 

Well an 8-bit owner has got a 
hole in one. Me. I expect others 
have as well, but haven't written 
in. By the way, I own a C64. 

Mark Fletcher, 

Stoke on TVent 

Everyone will be famous for fif¬ 
teen minutes, according to Andy 


Warhol. You've just had your first 
five minutes' worth Mark... 

GK 

ALL JOIN THE FUN 

I see multiple player games as the 
way forward in games design. 
Just imagine two, or indeed more 
parties in the same dungeon in 
the phenomenal Dungeon Master, 
or tens (or even hundreds) of 
player controlled characters in 
Carrier Command or... or... the list 
just goes on. 

While you at ACE see large 
network (ie through modems and 
telephone lines) games becoming 
popular, I must disagree and 
argue the case for local area net¬ 
works - ie through direct cable 
links. I believe that the cost of 
playing by modem could make the 
idea prohibitive to the vast majori¬ 
ty of computer users. Add to this 
the fact that only a very small per¬ 
centage of users own a modem, 
and this puts the cost up by the 
price of the modem and software 
to drive it (by no means cheap). 

A direct link could be the 
most viable alternative to the 
majority of computer users - 
indeed many games already sup¬ 
port this option - Powerdrome, 
Midi Maze, Falcon to name but a 
few. The only problem with this 
form of link is the amount of 
equipment which must be gath¬ 
ered together in one place, thus 
limiting the number of players to 
the capacity of the room. 

While on the topic of multi¬ 
player games, I would like to 
appeal to software companies to 
produce more games which utilise 
the Gauntlet II and Leathernecks 
4-player joystick adapter, as this 
breathes life into shoot-em-ups. 
Scott Ramsay, Glasgow 

Would any ACE readers out there 
who are currently joining comput¬ 
ers together and playing games 
remotely against other humans 
like to drop us a line? 

GK 


NEXT 

MONTH... 

JON BATES gets to grips with tone modules and continues his friendly guide to making music 
with your computer, while... 

BRIAN LARKMAN gets ready to go on his hols and casts a professorly eye over readers' artis¬ 
tic submissions to the ACE gallery, while... 


STEVE COOKE continues his foray into the world of Role Playing games on computer, while... 


We tell you more about Compact Disc Interactive - Philips reveal a few of their secrets, 
while... 


The full ACE reviewing service gets into overdrive. Don't part with your dosh till you've read 
our full-colour evaluation for YOUR machine. 
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REVIEWS SPECIAL 



Equipped with a well 'ard beam weapon, hacking through hordes 
of raving mutants in Xenon II - Megablast. 


commands in accordance with 
their character traits, so whether 
you opt to play Napoleon or 
Wellington, the experience is 
close to the reality. Enhanced 16- 
bit versions of the PSS 8-bit 
classic Theatre Europe are also 
imminent. 

GOING TO THE MOVIES 

Despite reviews to the contrary, 
Cinemaware's Lords of the Ris¬ 
ing Sun is still not finished as 
these pages are being written, 
but we should be able to bring 
you a review of finished version 
next issue. The TV Sports series 


Amiga - HAMming it up in DDT, on the quest to become a 
qualified debugger. 


ince we last went on the 
road to Mirrorsoft (just 
before Christmas) one 
or two of the Imageworks titles 
have suffered from delay. Three 
16-bit only projects, Paladin , 
Terrarium and Crimetown Depths 
won't be appearing until the latter 
part of this year, and although 
Phobia is complete on the Com¬ 
modore 64, Imageworks are hold¬ 
ing on to it until Tony Crowther 
has got to grips with the Amiga 
and has finished the 16-bit ver¬ 
sions planned. Meanwhile, new 
projects are well underway, and 
leading the field is Xenon II - 
Megablast, the latest offering 
from the Brothers Bitmap. 


ALL BITMAPPED OUT 

Those pesky Xenites are waging 
war on Earth once again, only this 
time the varmints are messing 
with the fabric of time. Bombs 
have been planted in the time- 
zones that make up our planet's 
history and, if the Xenites manage 
to detonate them, the passage of 
history will be altered and Xenite 
domination of the world will be 
assured. So it's time to hop into 
your trusty space cruiser, young 
fellow-me-lad, and zip off on a six- 
sector quest to save everything 
we hold dear. Plenty of extra 
weapons can be collected on the 
way, including a minelayer that 
allows ' a trail of delayed-action 
bombs to be laid on the screen, 
and the usual array of mega-pow- 
erful laser options. 

The Bitmaps have been work¬ 
ing with Bomb The Bass on the 
soundtrack that accompanies the 
game, and while this sequel is also 
a vertically-scrolling shoot-em-up, 
this time there are three levels of 
parallax scrolling, and the player 
can dip in and out of all three. The 
action is fast and furious in the 

nlcn/ahlo rlomn that rnrrpntlv pykR 


and ST, Amiga and PC owners can 
expect to be well impressed come 
Summer when Xenon II is scheduled 
to hit the shops. 

HUNTING BUGS 
IN SHOGGLEWAGGLE 

DDT is set to be one of the pretti¬ 
est arcade adventures ever pro¬ 
duced on the Amiga: the Amiga's 
Hold And Modify graphics mode 
is to be used throughout this 
scrolling platform game, and 
from the early screens demon¬ 
strated, the effect is impressive. 
PC, ST and C64 owners are also 
in line for a treat later this year; 
while the graphics will obviously 
change from machine to 
machine, the gameplay and ten- 
world play area will remain the 
same in all versions. 

Playing the part of an appren¬ 
tice Dynamic Debugger taking the 


DDT, the continuing story of 

imsh'c Kattlo anainct inQPrtc_ 


final tests that will lead to qualifi¬ 
cation as a Licensed Debugger, 
and a lucrative career on the bug- 
infested world of ShoggleWaggle, 
you aim to rid all ten gameworlds 
of pesky creatures. Tools of the 
trade need to be collected and 
used appropriately in true arcade 
adventure style: look out for bug¬ 
sucking vacuum cleaners, a DDT 
gun and a champers bottle'that 
fires killer corks. 

GOING TO WAR 

Mirrorsoft's PSS label is about to 


experience a resurgence: all has 
been quite on the wargame front 
for a while, but soon PC and 
Amiga versions of Waterloo are 
due to hit the streets at £24.99. 
Historically accurate, the game 
offers 3D views of the battlefield 
and allows orders to be issued to 
your generals: they interpret your 


is due to be beefed up with a 
couple more releases in the com¬ 
ing year, but the next movie- 
inspired release is to be It Came 
From The Desert , a spoof on 
1950s B-Movie horror films. Few 
details are available as yet, but 
the town of Lizard Breath in Ari¬ 
zona suddenly becomes plagued 
by giant ants that arrive after a 
meteor storm... 

Spectrum Holobyte are about 
to release the first in a series of 
Mission Disks to complement 
Falcon: details on price and avail¬ 
ability are still sparse, 
but the first disk 
replaces Disk Two in the 
Falcon package and 
offers a new world to fly 
over and a dozen new 
missions to attempt. 
And a brand new simula¬ 
tion is due for 16-bit 
machines later this 
year: Vette. Sat in the 
driving seat of the ulti¬ 
mate American sports 
car, the Corvette, the 
player can take on a 
selection of classic sports cars in 
a road-racing contest through the 
streets of San Francisco. 

There's plenty more promised 
from both Spectrum Holobyte and 
FTL, but for the moment every¬ 
one's keeping quiet about the 
details. More news as and when 
we get it... • 


PC - Examining part of the Waterloo 
battlefield. 


ACE ON THE ROAD TO 

AMSTERDAM 

What better place to introduce the Bitmap Brothers and 
their new game Xenon II to the world’s press than Ams¬ 
terdam? And while everyone was assembled in the 
Dutch capital, Mirrorsoft took the opportunity to divulge 
a hefty chunk of information on their forthcoming 
releases. Graeme Kidd checks out what's going down... 
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THE AMAZING AMIGA 


• • • 




Pack Includes: 

A500 CPU, Mouse, P.S.U., T.V. Modulator, Very 
First Tutorial, Workbench 1-3, Basic, Extras and 
Manuals. 

PLUS POSTRONIX BONUS PACK 

WORTH OVER £250 which includes 10 Blank 

Disks, Disk Storage Box, 10 Excellent Games, Mouse Mat, 
Mouse Bracket (Mouse Holder) Deluxe Paint. 


£399.00 


f £5.00 post and packing 


AMIGA 500 plus DISK DRIVE AMIGA 500 + 1084S 

Instruction Manuals, Extra Disk, Workbench 1*3, 

The Very First Tutorial, T.V. Modulator, Photon 15 1 H/IVlliVy/ 

Paint, Mouse PLUS additional Amiga Compatible /TITl? A/TOMTTOT? 

Disk Drive and 10 Blank Disks. vJLiw U IV lYl w 11 11 V7 IV 


£449.00 


+ £5.00 post 
and packing. 


£649.00 




(including the 
Amiga 500 deal) 

+ £10.00 post and packing 


W84 HIGH RESOL UTION 

COLOUR MONITOR 


mps hoop £229.99 

1U1 U +£5.00 post and packing 

The Commodore MPS1200P printer presents the state of the art in dox matrix printers, with all the features of a printer that 
would cost much more. The MPS1200P is designed to be like three printers in one. It can act just like an Epson FX printer, or 
with the flip of a switch, it can act just like an IBM Graphics Printer with IBM Group II-I character set (Danish/Norwegian 
character set) support. It can also print all the characters available with the Amiga in the Amiga configuration.The MPS1200P 
is capable of all the printing functions you would expect, as well as some additional features you may not expect. 

MPS 1500C COLOUR PRINTER £199,99 

A. TECHNICAL CHARACTERISTICS + £5.00 post and packing 

PRINTING TECHNIQUE .Impact dot matrix (9-needle print head). 

DRAFT MODE.- matrix: 9 vertical dots x (5 + 4) horizontal dots; - print speed: 120 char/s, at 10/char in 

TABULATION SPEED.2 char/s 

PRINTING DIRECTION .bi-directional, with optimised head movement 

PRINT PITHES .10 char/in to 24/char/in programmable from line, and in SET-UP mode 

LINEFEED .-l/6in(4.23mm), 1/8(3.17mm)and7/72in(2.4mm); —n/216inandn/72in. 

CHARACTER SET.ASCII characters and special characters. 

MAX. PRINT LINE LENGTH.40 top 192 characters, according to print pitch selected. 


1084S STEREO/COLOUR 

monitor ns. 0 ftO 

Compatible with PC, J % \J\J 

Amiga, C64c, C128 +£5 -°° P ost and P ackin S 


AMIGA 

1010 DISK DRIVE 


AMIGA 1010 DISK DRIVE 


Amiga 3.5" external drive. Capacity 880K 
PLUS FREE DISK 
STORAGE BOX & 

10 BLANK DISKS + £5.00 post and packing 


. Capacity 880K 

£149.99 


A501 RAM 
PACK 

512K for the Amiga 


£149.99 

+ £5.00 post and packing 


COMMODORE 

AMIGA 500 
















































COMMODORE 


AN EXCELLENT PACK PROVIDING 
HOURS OF ENTERTAINMENT FOR ALL 
THE FAMILY 

Pack includes: C64c Computer 1530 Data Cassette, Quickshot II Joystick, 
Personal Hi-Fi, Commodore Juke Box Audio Tape (10 Hits), Yamaha 
SHS10 FM Digital Keyboard with Midi, Ghostbuster, Rollaround, Tau Ceti, 
Agent XI1, Surprise Game. 

Plus: POSTRONIX BONUS PACK OF £100 OF 
FREE SOFTWARE 

only £199.99 

+ £5.00 post and packing 


THE HOLLYWOOD 


A GREAT DOUBLE THEME PACK 
OFFERING THE BESTOF HOLLYWOOD, 

PLUS A COMPENDIUM OF T.V. GAME SHOWS 

Pack includes: C64c 1530 Data Cassette, Quickshot II Joystick, The Great 
Escape, Miami Vice, Platoon, Rambo, Top Gun, Every Second Counts, 

Blockbusters, Bullseye, Trivial Pursuit, Krypton Factor. 

Plus: POSTRONIX BONUS PACK ONLY £149.99 

OF £100 OF FREE SOFTWARE + £5.00 post and packing 


C= COMMODORE ms 


miMQDQRE 


SEIKOSHA 


PRINTER 


SEIKOSHA 
PRINTER 

Compatible with most 
makes of Commodore 
computers. Features 
variety of fonts including 
graphics and near letter quality, reverse printing, italics, n -j /\/\ 
tractor feed and paper seperator. Comes complete with serial £ X 3 J • UU 

Cable . + £5.00 post and packing 


AND MORE BESIDES! 


OFFER APPLIES TO U.K. ONLY. OVERSEAS ORDERS CHARGED AT OVERSEAS RATE. 


RAM DELTA DELUXE 
MICROSWITCH JOYSTICK 

Compatible with Atari computers and 
Video Games Machines. Amstrad PCW 
(with adaptor). Spectrum 
(with adaptor). 

Commodore. 


£9.99 


MICRO HANDLER MULTI 
FUNCTION JOYSTICK 

Compatible with Commodore. Commodore 
C16/+4(adaptorrequired ). i 

Atari - £ 24.95 


A whole new range of innovative 
computer covers, made from 
durable clear plastic. Designed to 
fit your computer perfectly... not 
only safe from dust but also all 
forms of accidental damage. 


C64 OLD STYLE £ 6.99 

C64C NEW STYLE £ 7.99 

AMIGA 500 £ 9.99 

ATARI 520ST £ 9.99 

ATARI 1040ST £ 9.99 


LARGE STOCKS OF SOFTWARE & ACCESSORIES FOR ALL 16 BIT, 8 BIT COMPUTERS - ALSO 
ALL MAJOR GAME CONSOLES - PHONE (0604) 791771 NOW WITH YOUR REQUIREMENTS. 


THIS TOPICAL GAMES 
COMPENDIUM OFFERS A TRUE 
SPORTING CHALLENGE 

Pack contains: C64c Computer 1530 
Datasette, Quickshot Joystick, Matchpoint 
(Tennis), Snooker, World Championship 
Boxing, Daley Thompsons Supertest, 
Hypersports, Basketball, Matchday II, 
Daley Thompsons Decathlon, Basket 
Master, Track and Field. 

PLUS POSTRONIX BONUS PACK 
OF £100 OF FREE SOFTWARE 

£149.99 

+ £5.00 post and packing 


A) 1750 RAM EXPANSION MODULE FOR CBM 128 

Simply plug it into the expansion port on your CBM 128 and 512K Bytes of 
additional Ram are available. 

B) 1351 COMMODORE MOUSE 

The Commodre 1351 Mouse is controller designed for use wth the CBM 64/128. 

C) 1764 RAM EXPANSIONMODULE FOR COMMODORE 64 

How do you get a total of 320K Ram on your 64, just plug in the 1764 Module. 

*£149.99 B £19.99 c £99.99 

All prices + £5.00 post and packing. 


STARFIGHTER 

Compatible with Sinclair 
Spectrum, Commodore. Atari 
Computers. Atari 2600 Video 
Games Systems. 


£14.95 


CHALLENGER DELUXE 

Compatible with Spectrum (with 
optional interface). Commodore. 
Atari 2600 Video System. Atari 
Computers. Amstrad computers. 


ICONTROLLER 

Icontroller is semi permanently 
mounted on your computer console. 
Icontroller leaves hands on the 
keyboard while executing Icon 
commands with your fingertips. 


£15.99 


CHEETAH 125+ 

Compatible with Spectrum. 
Commodore. Atari 2600 Video 
System. Atari. Amstrad PC. 
Amstrad. 

£8.95 

TAC5 

CONTROLLER 

JOYSTICK 

Compatible with Atari. 
Commodore. 

£13.99 


SLIKSTIK JOYSTICK 
CONTROLLER 

Compatible with Atari Computers. 
Atari Games System. Commodore. 

£6.99 

COMPETITION PRO 5000 

Compatible with Commodore 64 and 
Vic 20. Sinclair ZX Spectrum (interface 
required). 

£14.95 

TAC 2 CONTROLLER 
JOYSTICK 

Compatible with Commodore 64 
and Vic 20. Atari Computers. 
Atari Game Systems. 

£10.99 


1541II DISK DRIVE PACK 

Pack includes: 

1541II Disk Drive, 10 Excellent Disk Games, 20 Blank 
Disks, 5W' Diskette Storage Box. AND GEOS! 


£169.99 

+ £5.00 post and packing 
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MicroProse 


Kicking off the 'Prose MicroStyle label on ST 
(swiftly followed by Amiga) will be this motor¬ 
bike simulation based on the Honda RVF 
machine (Ooooo! An RVF!) As 'Prose are keen 
on accuracy they've been studying videos of 
some of the world's most famous circuits 
along with a load of technical data from Honda 
themselves, so expect plenty of realism mixed 
in with the knuckle-whitening action. 

That's you in the natty red leathers, 
gunning the engine and going for it. 


18 Advanced Computer Entertainment 





































CRL 

Eeek! Harry Crixxan's been transported to the 
ninth dimension - a land of darkest phobias - 
where there are nine levels of attacking alien 
waveforms intent on destroying him! Only you 
can save him (the poor lamb, 'e was only trying 
to escape the matter splatter bomb, when it all 
'appened). So stand by to enter hero mode. 



C64 - Have you got what it takes to save 
Harry, and the day. 



Amiga - A high-speed fly-past in your F-111F 



SPORTING 

CDS 

Pay attention 'cos I'll be asking questions later. 
But seriously folks, get swotting and brush up 
your sporting knowledge because the latest addi¬ 
tion to the ever lengthening list of sporty quiz 
games is this CDS offering based on the popular 
TV series. Watch out for it, coming soon. 


‘I’ll have a P please Bob’ - oops! wrong show. 


Activision 

Want to fly lots of different planes on exciting missions, but can't afford all those flight sims? Activi¬ 
sion to the rescue with Bomber, a multi-aircraft flight sim with the emphasis on action. Soon you'll 
be able to climb into the cockpit of your F-111F (remember Libya?), or your MiG-29, or even your 
Saab AJ37 if that's more your style. 


Melbourne 

The Sega version is already out, but coming 
soon for both 8- and 16-bit machines will be 
MH's conversion of the hugely popular coin¬ 
op. You, as a ninja hero, are out to rescue 
some children kidnapped by an evil gang of 
rival ninjas. The children have been stashed in 
different locations throughout the world and 
are constantly guarded by karate thugs, so 
you'll have to put your shuriken, nunchaku 
and sword to good use 


House 


ST - That chappy on the tea chests does 
not look too friendly. Best get ready for a 
rumble. 









Addictive 

WOW!!! An arcade challenge over 30 levels that first appeared on the C16 several years ago and was 
written by our old friend TONY TAKOUSHI!!!! The ST and Amiga versions due for release SOON! 
promise to be just as HECTIC, WRIST-TWISTING and FINGER-BENDING as the original. JUST LOOK 
AT THOSE GRAPHICS! We've told you a million times, don’t exaggerate! 


Could it... nah, couldn't be our Tone... 



Ocean 

Fans of Clive Barker (he of Hellraiser fame) will 
soon be able to play the game based on Night- 
breed, his latest film. Apparently Nightbreed 
contains some of the most exotic and terrifying 
creatures ever to be seen on the screen, so the 
game promises to look quite spectacular... 


Origin 

This light-hearted, witty approach to traditional fanta¬ 
sy role-playing adventures has the player cast in the 
role of a wizard's apprentice with three increasingly 
difficult tasks to perform as proof of his/her wizardly 
worthiness. There are over 50-odd (and strange) 
characters to meet in this icon and menu driven RPG 
which tries to lighten the usually dark and gloomy 
mood of most games of this genre. 

A snowball is hardly likely to give you 
much of a headache: is it? 
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REVIEWS 


ECIAL 


S uburban paradise Pinner 
is now home to System 3, 
who are busy fighting a 
war against static on the carpets 
of their new offices. Game devel¬ 
opment on the C64 is regularly 
interrupted as yet another SID chip 
bites the dust, zapped by an elec¬ 
trical charge that has built up 
inside a member of the in-house 
programming team. Despite these 
setbacks, work is barrelling ahead 
on a clutch of releases: five origi¬ 
nal games, across most formats, 
are due from the System 3 stable 
during the course of this year. 

First game off the starting 
blocks will be Dominator, a multi¬ 
level horizontally-scrolling shoot- 
em-up that takes place inside the 
biomass of a huge alien creature. 
All versions should be complete 
and in the shops by the end of this 
month. 

When we were in Pinner, the 
games were virtually complete: 
graphics were nearly finalised, but 
gameplay was still being tweaked. 
Dominator looks particularly 
impressive as a Spectrum game, 
but all incarnations are packed 
with gutsy background graphics 
that seem almost moist and 



Spectrum - Scrolling along past 
some bees that have colonised 
the gullet of the alien in Domi¬ 
nator. At this stage of the 
game, none of the add-on 
weapons systems have been 
bolted onto the ship. 

stringy to the touch. Hacking 
along inside the squidgy bits of a 
giant alien is a potentially yucky 
experience. The 8-bit versions, like 
all 8-bit System 3 games from 
now on, are multiload: bossman 
Mark Cale says “it's the only way 
to give players value for money." 

KIDNAP SHOCK 

Following in the footsteps of Last 
Ninja II - due on the PC, ST and 
Amiga early in June - is Vendet¬ 
ta, a four-level arcade game which 
sets the player on a mission to 
catch up with a gang of kidnap¬ 
pers. Taking the part of a vigilante 
character, the player must com¬ 
plete arcade adventure sections 
and then drive to the next loca¬ 
tion. Evidence must be collected 
on the quest to catch up with the 
kidnappers, as well as useful 
items and weapons. From the 
point of view of the police, the 
hero is engaging in criminal activi¬ 
ties, so unless he can prove his 
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ACE ON THE HOAD TO 


PINNER 



C64 - The end of the first 
arcade adventure section in 
Vendetta. Collect the car keys 
and you can get on the road... 

motives to the boys in blue they'll 
let the real baddies go and arrest 
him instead. 

Four stages each contain a 
mission section in the style of 
Last Ninja II, but the 3D environ¬ 
ment is that bit more realistic: you 
can pick up a videotape, for 
instance, and load it into a VCR to 
see an image displayed on the 
screen. Setting out armed only 
with fists, a camera to collect evi¬ 
dence for the police and a ruck¬ 
sack to store weapons and other 
items collected on the way, the 
hero's first objective is inevitably 
to get tooled up. Four weapons 
are available - an AK47, hand- 
grenades, a bazooka and an Uzi 
sub-machine gun - and ammuni¬ 
tion is stashed discreetly around 
the place. Fighting past baddies, 
the vigilante must reach the end 
of the current section with all the 
evidence and useful items he has 
found along the way, then leap 
into a car to drive to the next 
location. 

Vendetta is played against the 
clock - one hour of gametime is 
available within which the mission 
must be completed - and there's 
more than one route to each des¬ 
tination. Knowing the shortest way 
saves time, so finding a map is a 
useful bonus. On the driving sec¬ 


tions, helicopters and planes 
zoom in to attack and, although 
the car does have its own 
defences, collecting the appropri¬ 
ate keycard in the adventure sec¬ 
tion allows you to access an auto¬ 
matic targeting computer that 
makes shooting the bad guys out 
of the skies rather more straight¬ 
forward. The car itself is inde¬ 
structible, boasts two weapon 
systems and a turbocharger, and 
offers the -driver the option to 
select gears manually or use the 
automatic gearbox. 

Late June is the target release 
time for 8-bit ver- wmmmmmmm : 
sions of Vendetta, 
with ST and Amiga 
software to follow 
late in August. 

ELEPHANTS 1 
GRAVEYARD 

Tusker, an arcade 
adventure in which 
an Indiana Jones 
style character 
embarks on a 
quest to find the 
Elephants' Grave¬ 
yard, is well under 
way, following one 
or two false starts. 

The finished game 
should arrive on 8- 
bit machines during August, with 
16-bit versions following a month 
later. 

The hero indulges in plenty of 
hand-to-hand fighting on a journey 
through four levels, each level 
consisting of three sections in 
which useful items and weapons 
have been hidden. Starting out in 
the desert, the hero makes his 
way through jungle and water to 
the next section where a native 
temple has to be explored before 


the action moves on to a native 
village contained in the third load. 
Finally, a magical garden is 
reached and the Elephants' Grave¬ 
yard is found in a surreal tropical 
paradise at the end of the last 
load. 

AUTUMN GOODIES 

When the year draws to a close, 
System 3 plan to launch a tennis 
game - no details available on 
that one yet - along with a multi¬ 
load, multi-level arcade adventure 
that takes the player through all 
the legends of the world. Battle 
through Hades, take on Achilles 
and hustle through Valhalla: just 
about every mythical land is fea¬ 
tured, complete with appropriate 
nasty inhabitants. 

And, of course, System 3 are 
committed to the Konix Multi Sys¬ 
tem. Development systems were 
shipped by Konix to software 
developers at the end of March, 
and both Last Ninja II and Vendet¬ 



C64 - Driving along the road to the next 
load in Vendetta: mind that police car. Due 
on all five major computer formats, Vendet¬ 
ta will also lend itself well to the Konix 
Multi System, according to Mark Cale, so 
naturally System 3 are writing it for the 
Konix too... 


ta should be unveiled on the Konix 
console during the PC show in 
September. 

“We're going for the awards,” 
System 3 supremo Mark Cale 
asserts, proudly showing us 
around the new offices that will 
soon be packed with program¬ 
mers and artists. With the 
strongest line-up of products it 
has ever had, System 3 just might 
have cracked it come the giving 
out of gongs after Christmas. • 




C64 - 7 usker: the hat-wearing, leather-clad 
hero abut to join battle with a couple of sabre- 
wielding Bedouins in a dusty desert encounter. 


C64 - Troublesome monkeys hurling rocks from 
the trees and charging wild boar can both cause 
problems on the journey through the jungle. 







































NOW DELUXEPAINT 
HAS ANIMATION 



Presenting AnimPnint™ 

DeluxePaint III makes animation easy. With the AnimPaint feature, you 
can create animation just by pressing one key to record your paint 
strokes, and another key to play them back. You can also use any multi- 
cel animation as a brush 
and paint with it, even in 
full 3-D. 


8 New Paint Features 

DeluxePaint III also adds sophisticated features to the number one Amiga 
paint software: Extra-halfbrite support for 64 colours; direct overscan 
painting for desktop video; wrap and tint brush modes for special effects; 

better font support; im¬ 
proved compression; and 
many performance en¬ 
hancements, including 
faster perspective. Product 
requires 1 MB of RAM. 


SPECIAL UPGRADE OFFER: 

Upgrade now and save £50. (Recommended Retail Price £79.99 inc. VAT) 
Send DeluxePaint II manual cover and £35 (£30 upgrade + £5 carriage) to 
Electronic Arts Ltd., 11/49 Station Road, Langley SL3 8YN, England. 
Allow 2-4 weeks delivery. DPaint I owners can upgrade for £55. 


ELECTRONIC ARTS 







































SAINT DRAGON 


ARCADE ACE 


The Japanese have some wacky ideas when it 
comes to game titles. Bad Dudes versus Drag¬ 
on Ninja was bad all right, but Saint 
Dragon? Still, they know how to make hit arcade 
games and, judging by the success it has 
gained in Japan, St Dragon is destined for the 
top over here. 

After a quick look at the screenshots, it will 
come as no surprise to learn that this is a one 
player horizontally-scrolling shoot-em-up over six 
stages. You control the saintly serpent itself and 
must manoeuvre through the stages shooting 
the flying and ground-based aliens that infest the 
place. 

So far, so standard: but, as might be 
expected, there are a couple of twists in the tail. 
Being in the form of a dragon, you have not only 
a head, but also a trailing body which coils and 
loops as you move around the screen. This 
could be a major problem if you had to dodge 
all the flak dished out by the aliens, but fortu¬ 
nately the body can absorb shots, so it's just 
your head that requires protection. 

That said, you can't afford to get blase, 
because contact with any aliens on any part of 
your body causes you to lose a life: and here's 
the next little trick. In a normal bog-standard 
arcade game you can pick up extra weapons 
which improve your firepower. The same is true 
here, but whereas normally all the extras disap¬ 
pear when you lose a life, this doesn't happen in 
St D. Just as well, because the sheer number 

The first end-of-level guardian, a huge 
mechanical bull. You're armed with ring 
lasers, so he shouldn't be too much trouble... 


' ' .. ,,repwwer 31 ine moment, but luckily there's not much around. 


That's better: taking out some alien installations with your multi-way firing. 


Level Two: things are beginning to get 
just a little tricky now. 


of aliens means you'll need every bit of help 
from the ring laser shots or bouncing bullets 
that you can get. Not merely because some of 
the pesky devils hide themselves in crevices, 
but also because there are a fair number of big- 
ger-than-average enemies to dispose of: such 
as metallic panthers that spring up from the 
base of the screen just when you are hacking 
through a particularly prolific wave of aliens. 

So it's got a couple of extra features, but 
it's just another shoot-em-up, isn't it? Well, yes: 
but it's certainly one of the classiest to appear 
since R-Type and the difficulty-tuning hits just the 
right spot between frustration and addiction. If 
you're looking for a ‘top of the range’ shoot-em- 
up, Saint Dragon is the business. • 
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EXTENDED 

PLAY... 


ARCADES 


IKARI III 


FIGHTING HAWK 

• Taito 

A vertically-scrolling shoot-em-up in the 
Flying Shark mould, involving much downing 
of enemy fighters and bombing of ground tar¬ 
gets, with bullets and guided 
missiles, as you fly through five stages of 
enemy territory trying to ultimately destroy 
the new enemy bomber ‘Dragon Hat’. 
Unoriginal, but very enjoyable. 



NASTAR • Taito 

You courageous young thing you, braving a 
tribe of evil ghouls and ghosties to protect 
a sacred shrine in the land of Rastania. One 
or two players can join in this horizontally¬ 
scrolling hack-em-up that boasts loads of 
extra weapons to 
pick up and 
loads of baddies 
to kill, including 
end-of-level boss¬ 
es, and loads of 
jumps and 
moves. Fans of 
Rastan et al will 
find it well worth 
playing. 




RALLY BIKE • Taito 

This joystick-controlled motocross sim has 
you racing across the States through six 
stages avoiding all manner of obstacles 
including other road users and helicopters 
flying overhead. Pull into petrol stations to 
keep your fuel tank topped up or you'll 
never make the checkpoint in time. 

lenging stuff that's 
bound to appeal to 
riving and 
racing fans. 



Right, who's next? 



The quest of the Ikari warriors continues. 
These well 'ard butch guys have already proved 
they're tough stuff in two previous games of 
beat-em-up action, and now they're back. This 
time they've been drafted in to rescue a presi¬ 
dential candidate's kidnapped child (they don't 
mention which candidate's kid, but you can 
work out for yourself .where the inspiration 
came from!) It would appear that the child has 
not in reality been 
kidnapped, but it's a 
good enough excuse 
for a scrap. 

Either one or two 
players hack, chop 
and kick their way 
through the changing 
enemy territory, and 
fight against increas¬ 
ingly tough enemy 
soldiers, using an 
'eight-way joystick 
and punch and kick 
buttons. The enemy 
appears from all 
parts of the screen, and many of them carry 
weapons such as knives and machine guns. A 
well-aimed blow can send the enemy home with 
a bit of a headache and relieve him of his 
weapon, which you can then pick up and use 


against someone else. Fail to pick up the item 
and it'll start flashing before it either disap¬ 
pears or - in the case of grenades and oil 
drums (?) - explodes, harming anything within 
blast range. 

You get three lives for your money, with an 
energy meter at the top of the screen showing 
your state of health for each life. Apart from 
the ‘one kick and 'e's dead’ brigade, there are 
some meatier guards to destroy and end-of- 
level guardians to defeat, so you'll have your 
work cut out. 

Ikari III has great graphics, great music and 
effects and great gameplay. Of course it's best 
played with a friend, but even solo it's got plen¬ 
ty of action and excitement to keep you pour¬ 
ing the money in.# 




(Above) Preparing to 
meet the first end-of- 
level guardian. That 
knife's not going to be 
much help. 

(Right) That machine 
gun should prove to be 
of much more use. 


Thanks, once again, go to Electrocoin for all their help and 
assistance in producing Arcade ACE. 
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With the advent of the Compact Disc as a data srorage device, computer 
entertainment is about to enter a new era. 

Tomorrow's game designer will work with full-motion video and HiFi 
quality orchestrated sound. Games will become more like movies, and the 
successful publishers will be those who have invested in teams that can 
operate in a multi-media environment. 

The bigger companies are already bringing together musicians, 
scriptwriters, artists and directors and providing them with the software tools 
and authoring systems they will need. 

The first fruits of these labours are beginning to be seen, and the hard¬ 
ware is a reality. But much more is yet to come... 


ou may have seen it on television: an 
advert in which a small boy and his 
dog are sprites in a computer game, 
taking on a massive monster armed only with a 
football. A clever ad, maybe: but could it really 
be a glimpse into the future direction of 
computer entertainment? 

The answer is yes, it could. Already experi¬ 
ments with new technology and new ways of 
thinking about the nature of audiovisual enter¬ 
tainment are leading to a new form of comput¬ 
er gaming: and the buzz word is ‘interactive.' 

The hardware is already there, or nearly. 
The key will be Compact Disc storage, provid¬ 
ing 600 megabytes of information on one sin¬ 
gle silvery disc. Already, the worldwide 
installed base of CD ROM drives has been esti¬ 


mated at some 110,000 units, with 15,000 
units in Europe, most of these attached to IBM 
PCs or compatible machines, but some 5,000 
linked to Apple Macs around the world. The PC 
Engine CD ROM is already forecast to sell 
672,000 units in Japan alone. 

But CD ROM storage can't improve the 
graphics or sound quality of the host computer 
it is attached to. The PC Engine games so far 
have been uprated versions of cartridge-based 
standards, and PC CD drives have been used 
to create a version of Defender of the Crown 
that sounds marvellous (have a quick listen to 
Radio ACE) but plays just the same. 

The path of real progress lies in finding a 
way to mix genuine video pictures and music 
with computer control. Compact Disc video 


and interactive television have blazed a trail for 
entirely new forms of dedicated systems to be 
developed that will allow game designers to 
mix full motion video sequences with comput¬ 
erised action. 

TALKING TO YOUR TELEVISION 

Cinemaware. have been working on interactive 
VCR games with Ideal in America. The View- 
Master Interactive Vision system is due to be 
launched in the States this summer, and 
although it is aimed primarily at children 
between 3 and 8 years of age, it offers the 
opportunity for the viewer to participate in a TV 
programme, making choices by waggling a 
controller or pressing one of five buttons. 

This interactive VCR technology is fairly 
simplistic - ‘great for kids' according to Cine¬ 
maware - but there’s more to come. “We can’t 
talk about it yet, but there are more capable 
systems in the VCR interactive world. With the 
other stuff we can do real interactive movies...” 

MAKING MOVIES 

Even the PC Engine could provide a user base 
large enough for software houses to start pro¬ 
ducing big-budget games that approach the 
complexity of movies, but the real contenders 
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WHEN LAW FAILS...VIGILANTE PREVAILS 


1994 NEW YORK .The police dare not patrol the streets. 

The army cannot control the city. Law and order no longer 

exists.When street gangs dominate a city. When 

ordinary citizens no k k longer defend themselves for 
fear. And when law » enforcement agencies are 
j3 powerless to help. Your last 
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Atari St & Amiga 
£14.99 
IBM PC 
£19.99 
Spectrum 48/128K 
£8.99c, £ 12.99d 
Amstrad 
£9.99c,£14.99d 
CBM 64/128 
£9.99c,£14.99d 


© 1989. Licensed from Irem Corp. All rights reserved. 
Manufactured and distributed under license by U.S. Gold Ltd., 
Units Z/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388 
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A CDI pilot system 

Back in June last year, ACE brought you news 
of Electronic Arts' CDI pilot system - the Dem- 
ulator. TWelve months ago, the EA interactive 
team had already produced a fully interactive 
CDI demonstration. The demo is set in EA's 
HQ - terrorists have kidnapped the Interactive 
Team and it's up to the player to explore the 
offices, look for clues and rescue the hostages 
before they're turned into female androids. 

The game is played rather like Activision's 
Manhole, except the images on screen are 
digitised from videos made in EA's offices. 
Point to things on screen, click, and you can 
examine or use them. 



Entering EA's offices, you 
have a strange feeling that 
something's wrong, Suddenly 
a phone rings - choose to pick 
it up and you hear a voice 
explaining the kidnap threat... 


Not the usual hive of 
activity - something 
must be seriously wrong. 
Using the cursor, point 
and click on items to 
explore.... 




Even 

worse dis¬ 
coveries 
lie in wait 
for you... 
one mem¬ 
ber of the 
team has 
been 

sadistical¬ 
ly bound 
to his 
chair... 




are the CDI and DVI standards. 

Compact Disc Interactive is the result of a 
joint development between Philips and Sony. A 
CDI player will contain a CD audio player which 
will be able to handle existing audio CDs: but it 
will also contain the Multi Media Controller, or 
MMC. This is the hardware that allows audio, 
video and text data read from the CDI disc to 
be decoded, controls play and runs interactive 
programmes. 

Digital Video Interactive is based on two 
chipsets, supplied as add-on boards for an IBM 
PC AT or compatible: the Pixel Processor and 
the Output Display Processor. Essentially by 
storing the differences between frames of 
video rather than complete data on each 
frame, DVI allows massive data compression. 
A single frame of video is compressed from 
600K to 5K and the audio accompaniment is 
reduced to 500 bytes per frame before it is 
stored. Unlike CDI, DVI is not tied to CD as the 
storage medium but the massive data capacity 
of CD makes it a logical choice. 

DVI decompresses the video and audio 
data in real time, and allows full-screen, full- 
motion video to be used. CDI, on the other 
hand, is likely to have a limited capacity for full- 
motion video: at present a window occupying 
half the screen size is about the limit. 

CDI and DVI systems are currently with 
software developers throughout the world, 
although much of the development work cur¬ 
rently going on is on directed at more serious, 
directly commercial applications like education, 
training and sales, not at sheer entertainment. 

A NEW ELECTRONIC ARTFORM 

Meanwhile, leading software houses are 
preparing for a new way of writing games. 
Electronic Arts for instance, is concentrating 
on providing tools for writing games, tools 
that can be used by musicians, artists and 
scriptwriters who have never even thought 
about programming computers, let alone 
tried. “CD games will require megabytes of 
code" Greg Riker from Electronic Arts 
explains, “and we need to develop tools that 
allow games to be written with a quick 
turnaround. For a consumer medium to suc¬ 
ceed we need a wide group of skilled people 
without programming knowledge, who can use 
tools to create products.” 

Electronic Arts are hiring specialists to 
work on their games, building up a design 
team which contains people from specialist dis¬ 
ciplines. Rob Hubbard, for instance, was tempt¬ 
ed from the UK to work on a code package for 
EA which allows musicians to compose music 
on MIDI and bring a datafile to the program¬ 
mers. “Musicians don't need to know anything 
about programming, so we can use people 
who have experience in scoring movies - we 
can now work directly with composing musi¬ 


cians who can convey the underlying emotions 
in their soundtracks”, Greg explains. 

“We're starting to work with scriptwriters, 
people whose trade is writing stories, teaching 
them what it means to write an interactive 
script and we've always worked with graphic 
artists who do bitmap renderings and anima¬ 
tions. Now we have a rotoscoping tools that 
allows us to film real motion video, capture it in 
a machine and let the artist manipulate the 
images easily.” 

The emphasis is on creativity, and with cre¬ 
ative teams being run by directors and produc¬ 
ers there could be obvious parallels to the film 
world. Are EA looking to make computer 
movies and could there be a crossover 
between the worlds of computer game pro¬ 
gramming and movie making? Not as Greg 
Riker sees it - the two media are different: “an 
interactive product has to be designed to last 


much longer than a film - we want to create 
hits - let's create something without creating a 
movie.” 

REAL CINEMA SOFTWARE 

Cinemaware was set up in the first place as a 
rehearsal for new interactive technologies. 
President Bob Jacob explains: “We're using 
home computers as a training ground, develop¬ 
ing and refining the methodology for interactive 
games.” Whichever technology wins out, Cine¬ 
maware will be ready and waiting. As David 
Riordan, head of the Cinemaware Interactive 
Group puts it: “the way we have done our 
designs, particularly in the last year, they can 
all be expanded into CDI without being 
reworked. 

“Currently we are doing work on authoring 
tools, seeing what use we can make of full- 
motion video windows on the screen. For 


Apart from full-screen fill- 
motion video, one of the 
main advantages of DVI is 
its capability to map tex¬ 
tures onto solid 3D 
objects. This facility is 
particularly useful when 
simulating real-world ter¬ 
rain - or indeed 
cityscapes. Note how the 
pilot's view of the city 
changes as the plane is 
flown across the terrain... 
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Zooming along, you catch 
sight of a small red blob 
on the ground... 


...banking in to investi¬ 
gate, the blob grows larg- 



M 


...Ah yes. It's that dog from the His Master's Voice adverts! 
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CD ROM 

instance, in TV Sports Football we could replace 
the digital picture of the coach with an actual 
person, and we could use camera views looking 
down the sides of the game,” he continues. 

The full implementation of CDI allows three 
planes of video to work independently on the 
screen, and the Cinemaware team is already 
working out how best to use the new medium. 
“With Defender , for instance, we could forget 
about the digital picture of the castle and build 
a model just at they would for a movie. The 
photo of the castle would be placed in the mid¬ 
dle plane, and as a photograph of a 3D object 
it would have 3 axis depth. We could then have 
a digital sky in the background with thunder 
and lightning effects perhaps, and clouds mov¬ 
ing along. In the front frame we could shoot a 
real knight and use frames of a real person as 
a kind of video sprite. 

“Video windows could be used to give 
closeups, and with the opportunities for audio 
soundtracks we reckon it will be possible to 
get real emotional response from a game in 
the same way as you can from a film. Without 
human expressions and body language, you 
can't create real emotional responses, but CDI 
could make it all possible.” The team at Cine¬ 
maware is thoroughly excited by the prospects 
of the future: “we're all for the movie world and 
we're dying to have real dialogue, we're really 
itching to get going”, David says. 

INTERACTIVISION 

Bruce Davies, President and Chief Executive 
Officer of Mediagenic - Activision UK's Ameri¬ 
can parent company - was emphatic about his 
company's commitment to the CD future: 



“When it happens, we'll be there” he said. On 
the DVI front, Activision is one of the few soft¬ 
ware houses to have worked on a pilot pro¬ 
gramme - Flight Simulator , produced in con¬ 
junction with Imagineering. William Valk, Direc¬ 
tor of Technology at Mediagenic is eagerly 
awaiting the arrival of CDI: “We hope it comes 
out soon... the delays are really frustrating.” 

William is more enthusiastic than most 
about the potential for DVI. The most interest¬ 
ing aspect of the system, he asserts, is the 
facility for mapping textures onto solid objects. 
“It's the most interesting thing about DVI. It 
brings realism.” As far as he's concerned, the 
big news is that chipmaker Intel has bought the 
DVI technology from General Electric: “Intel are 
in the best position to drive down the price of 
the chipsets to a level that allows the con¬ 
sumer to afford them”, he says. 

Apart from their development work with 
DVI, Mediagenic have also produced a CD ROM 
entertainment product for the Macintosh. Initial¬ 



ly launched late last year on a set of five stan¬ 
dard floppy disks, Manhole has been available 
as a Mac CD ROM product since January this 
year according to William Valk. Manhole uses 
the innovative Macintosh authoring system, 
HyperCard, in an innovative way (see panel). 
“Manhole uses a portion of HyperCard but we 
can't do all we want to with it - Manhole CD 
ROM taught us a lot, and we're now looking 
into building systems of our own to move 
things around." Bill explains. 'Very few people 
have the purse to get a CD ROM title out,” he 
asserts, explaining that Mediagenic are invest¬ 
ing in the future, developing authoring tools 
and game design methodology ready for the 
arrival of the technology: “we're preparing to 
support mass-market CD ROM once the plat¬ 
form is there. We're looking at the PC Engine 
which is due for launch in the States very soon, 
and we're very interested in that and in the new 
Nintendo and Sega consoles. We intend to be 
flexible and go on to a variety of platforms - 



TO SLEEP, PERCHANCE TO DREAM... but don't sleep 
too deeply 'cos all your nightmares are waiting for you in 
this unique arcade blast from Tony Crowther. 

Phobia is set in the minds of men, feeding on every 
human fear; spiders, fire, death - and dentists! 

Grab hold of your courage and prepare to face the 
frightening challenge of each of the 14 planets that 
Phobos have set against you. Can your body take the 
heat, can your brain take the pressure! 


Available on: Amiga £24.99, Atari ST £24.99 
Commodore 64 Tape £9.99 Disk £12.99 
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In the inteactive world of the Manhole . Climb up the beanstalk to see a tower; touch on the 
tower, and draw closer... touch again and arrive at the door; click on the door and it opens... 
click again, and pass through... click on the stairway and ascend towards another adventure. 


serious computers can have CD ROM drives, 
and CD ROM drives are not just for games. The 
PC Engine with CD ROM offers a quality that is 
not that much lower than the CDI standard, and 
with luck there will be a bridge between com¬ 
puters with CD drives and CDI equipment - 
people should be able to load the same disk on 
several different systems.” 

THROUGH THE MANHOLE 

Described as 1 a fantasy exploration for children 
of all ages', Manhole takes the user into a 
charmingly convoluted world that borrows from 
the scenarios of classic children's literature 
such as Alice in Wonderland. The player is the 
active, first person explorer who wanders 
around interacting with the environment. 

Point, click, watch and listen: the only four 
things you need to do when exploring the world 
of Manhole. At the very start of the game, you 
can see a fire hydrant and a manhole cover. 
Click on the cover and it moves aside as a 


giant beanstalk grows into the skies. Three 
routes are now available to the player: into the 
hydrant, up the beanstalk or down into the 
underwater world inside the manhole. 

Gameplay is both simple and child-like. You 
just wander around, touching things, finding out 
what happens. Sometimes one of the whimsi¬ 
cal characters will speak to you. Touch doors 
or desk drawers and they open, revealing hid¬ 
den items. Objects in the gameworld can be 
manipulated by simple touches: musical key¬ 
boards can be played, books can be read, TV 
sets and radios can be turned on, and all the 
while appropriate digitised sound effects make 
the experiences real. Overall, the effect is both 
pleasing and believable to the adult mind - in 
the hands of younger children Manhole will cer¬ 
tainly captivate. 

As a demonstration of the potential of 
interactive CD-based products, Manhole is an 
interesting pilot. While sampled sbunds, 
monochromatic cartoon graphics with simplis¬ 


tic animations and fantasy scenarios are not 
exactly unheard of in the world of entertain¬ 
ment software, the way in which they are linked 
together in Manhole opens new vistas, much 
wider than those opened by laser vision games 
such as Dragon's Lair. 

In Manhole , all the player has to do is move 
a cursor over an image and click on an item of 
interest. The interactivity is total, the experi¬ 
ence of exploring a new and strange environ¬ 
ment convincing. Just imagine what the 
Manhole experience would be like with full- 
motion video shot from live action... 

INTERACTING WITH VIRGIN 

Of all the software houses exploring the possi¬ 
bilities of interactive CD, Virgin Mastertronic is 
perhaps best placed to produce multi-media 
programmes. Parent company Virgin is already 
involved in books, music, film and video as well 
as entertainment software - all creative disci¬ 
plines that will feed CD-based interactive pro- 
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Treking across the Tundra 


Just one off the problems encountered 
on the trek to the North Pole. Multiple 
choice questions are answered by 
clicking on the icon options. 


Stop-frame stills can be linked together 
to produce appropriate action 
sequences. Before setting a compass 
bearing, you need to make adjustments 
for the local magnetic field... 


grammes of the future. No surprise, then, that 
Virgin has set up an Interactive Media unit... 

About 18 months ago work started on an 
interactive programme based on Sir Ranulph 
Fiennes' 1982 expedition to the North Pole. 
Several hours of movie film together with 500 
slides were made available to the Virgin team, 
who sat down to design an interactive simula¬ 
tion of the real expedition that would be “enjoy¬ 
able and entertaining as well as instructive.” 

The aim was to simulate the total experi¬ 
ence of planning an expedition and carrying it 
out - participants should be able to interact 
with one another as well as with the pro¬ 
gramme. And this was intended to be more 
than a ‘theoretical’ laboratory project. The pro¬ 
gramme was expected to sell, and even make 
money... “The main academic background to 
the project was to produce a programme that 
developed interpersonal skills, and we wanted 
to publish it, so it runs on the standard system 
in schools - the BBC Domesday system” 
William Beckett, the man in charge, explains. 

Naturally, the main aim of the North Pole 
project was to develop the methodology for 
writing interactive programmes that involved 
video footage and still pictures: “we went into it 
with closely-defined criteria” Mr Beckett says, 
“but we looked to develop skills in-house for 
products on CD - we felt it was worth getting 
into early to learn about the techniques 
involved. The only way to learn is to actually 
produce something. 

“It is unclear which medium will come out 
when in the next year or so - people are grap¬ 
pling with relatively arcane products, and 
although video and computers are not the 


Calculations based on real-life data from 
the expedition are part of the simula¬ 
tion. Unlike most games, however, you 
can't lose a life by making a mistake. 


easiest of things to marry together in a friendly 
system, it looks as if CD will be the delivery 
medium for this type of product. Our pro¬ 
gramme was designed to be transferred to CD- 
based systems, but as the laser vision system 
is here and now, we used it.” 

The Domesday System, which uses a laser 
vision player linked to a BBC computer, has 
been installed in around 2,000 schools. The 
hardware costs around £4,000 to buy. If you 
already have access to the system, the Virgin 
North Polar Expedition software is available for 
£199 including manuals, a teacher's guide and 
a copy of Sir Ranulph Fiennes book, To The 
Ends Of The Earth. 


DVI OR CDI? 

William Beckett and the Virgin interactive media 
people have looked at both CDI and DVI and 
are keeping a weather eye open on all the new 
interactive technologies. “We don’t mind which 
technology wins” William explains, “providing 
the right design decisions have been taken, 
you can move the product to any media. For 
instance, we've already learnt that it's better to 
take images from film than from videotape. 

"The difficulty with DVI is that it requires a 
powerful engine to decompress and I'm not 
sure you actually need to do that in interactive 
programmes. Interaction is non-linear, so there 
isn't the need for the full motion video capabili¬ 
ties offered by the DVI system. It may be more 
effective to use the background and middle- 
ground offered by CDI, if only because of the 
variety you can introduce into the programme. 

“DVI definitely has a place - there are 
some great applications you can envisage for 
it, but the PC is not necessarily the place you'd 
start if you were going from here - you need 
two boards and a PC to run DVI programmes, 
and it's going to be difficult to get the hardware 
price below £2,000 and £3,000. From the pro- 
gramme-maker's point of view, working with 
DVI means everything has to be pre-defined 
and compressed down first. CDI, with its win¬ 
dow of full motion animation on the screen, 
may be more flexible. The latest version of CDI 
may allow full-screen full-motion video, but even 
if it doesn’t I don't think it's much of a draw¬ 
back - designers just need to think what 
they're doing with it...” 


FORWARD WITH VIRGIN 

The Virgin Group as a whole has a large range 
of entertainment interests - including a CD 
pressing plant in its Oxford Street Megastore, 
which could just as easily produce CD ROM 
disks as music pressings. Virgin Interactive is 
working on the pilots for a couple more educa¬ 
tional products at the moment. “We're looking 
at specific CD-only products, which are proba¬ 
bly a year ahead or so. We hope to be able to 
deliver games on CD ROM eventually.” 

While home entertainment products on CD 
ROM might be a way into the future, CD-based 
arcade machines from Virgin's Arcadia sub¬ 
sidiary are a definite possibility, although no 
firm details are available at present. Today's 
technology, however, would allow the CD coin¬ 
op designer to produce a much more sophisti¬ 
cated game than the comparatively simplistic 
Dragon's Lair. • 
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ELECTRONIC ARTS® 
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As the people of the Bloodwych awake 
to a new dawn, they find a stranger in 
their midst — from one of many races 
he has come. His task; to halt the 
demon that lies dormant within the 
Castle of the Bloodwych. 

Unification of the Crystals of Sanguis 
will secure the Behemoth in his lair for 
all eternity. Should they remain 
separate, then he shall rise to bring 
darkness into the world. 

This unique role-playing fantasy game 
allows greater interaction with the 
environment than has ever been seen 
before. Argue, barter, negotiate - 
even lie through your teeth! The fully 
implemented personalities of all the 
characters in Bloodwych allows a rich 
style of role-playing that has only been 
dreamt of. 

With one or two player simultaneous 
mode, this is the game that you’ve 
been waiting for. Bloodwych for those 
that dare! 
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£9.99 
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IN CONJUNCTION WITH ACE, VIRGIN 
MASTERTRONIC ARE GIVING AWAY THE TOP- 
F-THE RANGE CONSOLE PACK, ALONG WITH A 
STACK OF CONSOLE-ING PRIZES FOR RUNNERS UP. 


LEISURE GENIUS 

Scrabble C64, Spectrum, Amstrad 
Scrabble Deluxe C64, Spectrum, Amstrad, ST, 
PC, Amiga 

Monopoly C64, Spectrum, Amstrad 
Cluedo C64, Spectrum, Amstrad 
Scruples C64, Spectrum, Amstrad, ST, PC 
Risk C64 (Spectrum, ST, PC, Amiga soon) 


SYSTEM 


MELBOURNE HOUSE 

Double Dragon C64, Spectrum, ST, PC, Amiga 
Aaargh Amiga 
Roadwars ST, Amiga 

War In Middle Earth C64, Spectrum, Amstrad, 
ST, PC, Amiga 

Metropolis PC 
Rockford ST, PC 

Barbarians C64, Spectrum, Amstrad 
Terrorpods C64, Spectrum 
Xenon C64, Spectrum, ST, Amiga 


Down to the questions. The Virgin group was 
founded by Richard Branson in 1970, and in 
the last 19 years it has expanded into a variety 
of activities, building on its early record-retail¬ 
ing foundations. Today you can play computer 
games published by the group, fly across the 
Atlantic to America with the Virgin airline, buy a 
Sega console distributed by Virgin and, of 
course, pop into a Virgin Megastore to buy 
books, records, CDs: just about anything you 
need to have fun, in fact. 


Top prize in the great Virgin Mastertronic give¬ 
away is the Sega Super System pack, which 
contains the basic console unit, two 
controllers, the light phaser and a set of 3D 
glasses. As if that package, containing several 
games for the light gun and 3D glasses, 
weren't enough Virgin Mastertronic are throw¬ 
ing in a couple of extra Sega games of your 
choice and a Sega T shirt. 

Should you miss the top prize, next in line 
is a trendy Virgin sports bag and tracksuit: the 
hippest equipment for getting fit or having fun 
in, and ideal clobber for attempting Atlantic 
crossings in hot air balloons. Then five runners- 
up packs are on offer, each containing a game 
from the Melbourne House label, a game from 
the Leisure Genius label, and two games from 
the massive Mastertronic budget collection. 
You get to choose the titles you want... 

The challenge we're setting is simple 
enough - all you have to do is answer five 
straightforward questions, then complete the 
coupon with your name and address. Runners- 
up get to choose the games of their choice, and 
as a gentle reminder of what's on offer, here's a 
resume of the Melbourne House and Leisure 
Genius ranges that we prepared earlier... 
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POPULOUS 

The DIY route to Deity 


BITBOPPER 

Seeing the light 


Get one extra 
issue free - our 
last offer was for 12! 

Don't queue for 

your copy, receive it 
through the post for 
the next 13 months 


If you aren't completely 
satisfied with your 
subscription, you may 
cancel and receive a prompt 
refund for all unmailed 
copies. 


HOW TO BE A 

COMPLETE 


GOD 


13 issues from your 
newsagent would 
cost £19.50 

I Get the quarterly 
update of extra 
special savings on 
software from Ace - 

"The Magazine of 
the Year" 


INSTEAD OF 12 
FOR JUST £17.95 


Order Code AC002 


6 month subscription £9.95 Order Code AC003 24 month subscription £31.95 Order Code AC004 
Overseas subscriptions^ months) Air Mail Europe £42.95 Order Code AC005 Surface Europe and World £27.95 Order Code AC006 

SEE ORDER FORM ON PAGE 97 OR CALL 0458 74011 
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Bio Challenge is currently the second 
biggest seller in France. Are the French com¬ 
pletely mad? Can you really get 160 colours 
on screen and still have an incredibly good 
game? Do robots get dizzy? Look out for 
another amazing new release on Page 46. 


Voyager is a contender for the title of the 
best 3D shoot-em-up we've ever seen. Check 
out exactly why on Page 36. 


ACE REVIEWING SYSTE 


PIC CURVES 

This unique feature to the ACE 
reviewing system charts the 
interest level that a game stimu¬ 
lates over a period of time. It 
may be totally addictive at first, 
but will you have completed it 
and got bored within the first 
week? The curve is accompa¬ 
nied by a comment to explain 
why it's the shape it is. 


ating considers all aspects 
i game’s graphics, such as 
ing, animation, detail, use 
lour and sprites. It is 'ver- 
jpecific', so the limitations 
ch machine are taken into 
unt - a good-looking Spec- 
game will score higher than 
'erage-fooking Amiga one. 


id sound effects are 
►nee again it is ver- 
and a high rating is 
iven limited machines 
trum and PC. Addi- 
apes do NOT count - 


they are part of the packaging 
and presentation and are not 
taken into account in the rating. 

IQ FACTOR 

Just how much thought is 
required to get the most from 
the game? Shoot-em-ups are 
lucky to score three, while Bal¬ 
ance of Power is a nine all the 
way. Puzzle games like Xor and , 
Boulderdash will also score high¬ 
ly, but simple exploration games 
will not because they involve no 
deductive processes. Even plat¬ 
form games like Nebulus involve 
plenty of brain bending and 
therefore score well. 

FUN FACTOR 

Basically this is a measure of 
mindless addictiveness. Games 
like Arkanoid and Flying Shark 
require virtually zero brain power 
but are still remarkably addictive. 
Most coinops score well here 
because they are designed for 
instant satisfaction. Games don't 
have to be either fun or intelli¬ 
gent - they can be both. 


ACE RATING 

This is not just plucked out of 
the air - it directly correlates to 
the area under the Predicted 
Interest Curve. To get a really 
high rating a game will not only 
have to be very addictive and 
interesting but stand the test of 
time as well, and still be enjoy¬ 
able in a year's time. Just 
because a game does not get 
over 900 does not mean we are 
not recommending it - the 
following is a general guide to 
what the ratings mean. 

900+ A classic game, rec¬ 
ommended without reservation. 

800-899 A superb game, 
but perhaps lacking the long¬ 
term depth to last into the month 
and year categories. 

700-799 Still highly rec¬ 
ommended, but probably has a 
couple of aspects to the game- 
play that take the edge off it. 

600-699 The 'fair' zone, 
where it tends to be very good 'if 
you like that sort of thing'. 

500-599 This still has 
good things going for it, but the 


game clearly has some notice¬ 
able problems. 

400-499 Problems with 
gameplay and programming 
make this an inferior game. 

300-399 Not only is the 
gameplay bad but the design 
was probably flawed in the first 
place. 

200-299 This is getting 
really serious now, we are 
talking bugs and really dire 
gameplay. 

100-199 ZX81 games 
running on an Amiga. 

Under 100 Nothing has 
ever achieved this appalling level 
of rating. If anything ever does, it 
wouldn't even be worth having it 
for free. 

ARCADE ACCURACY 

This is a measure of the 
competence of a conversion of a 
coin-op. It does not reflect on the 
gameplay at all, but on how 
close the programmers have got 
to the original arcade game, 
given the limitations of the 
computer it's on. 


VERSION BOXES 

This covers version-specific infor¬ 
mation on graphics, audio, load¬ 
ing problems etc. If there isn’t a 
box for your machine but a ver¬ 
sion is planned, it will be covered 
as an update in a later issue. 

THE TEAM 

Bob Wade, Reviews Editor, has 
a track record in games review¬ 
ing stretching back to Personal 
Computer Games and Zzap! 64, 
has edited Amstrad Action, and 
is now one of the most experi¬ 
enced and authoritative writers 
in the field. 

Andy Smith has worked 
for ACE since it first started, is 
one of life's natural gamesplay- 
ers, and has never lost his enthu¬ 
siasm for a good game, whether 
at the controls of a flight simula¬ 
tor, ordering the imminent 
destruction of an opposing army 
or wiping out alien invasions. 

Steve Jarratt blew out a 
promising career as an Industrial 
chemist through his infatuation 
with the games scene, working 


his way to the lofty pinnacle of 
the reviewing world via Zzap! 64, 
Crash and Commodore User 
before finally arriving at ACE. His 
reviews are among the most 
consistently balanced and infor¬ 
mative around. 

Graeme Kidd has steered 
more magazines to success than 
I've had hot dinners, has more 
experience in professional game- 
splaying than you can imagine, 
and still knows exactly how to 
bring you the best in advanced 
computer entertainment. 

All the ACE reviewers look at 
every game, and everyone has a 
say in the final ratings, so you 
can be sure that all reviews give 
a balanced and considered opin¬ 
ion. The ACE team lays claim to 
one of the most impressive track 
records in games reviewing and 
can confidently tackle any type 
of game. We don't review any¬ 
thing until we are 100% certain 
that we've got it right. We've 
checked them out thoroughly - 
now you can too. • 
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the Solar 

all 

I 

craft of Terres- 
within 

the System 
what's undoubted- 

ly a sign of aggres- 

sion. Several peace 

envoys, sent to negotiate 

with the aliens, fail to return: 

the world forgets about the rain 

forests and the Neutron threat to 

concentrate on imminent invasion 

and almost certain destruction from the 

hostile aliens, the Roxiz as they've come 

to be known. 

Oblivious to all this is one Luke Snayles, a 
criminal returning to Sol after a 50-year 
stretch of Investigative Exploration. Now, Luke 
is not slow, and he soon learns of the alien 
presence and their intentions. On closer 
inspection, he discovers that the Roxiz are 
using the 10 moons of Saturn as bases for 


PjlQy|| 1977. Major world news: the 
EAn I Hj Queen of England celebrates 
her Silver Jubilee, the Sex Pistols join in the 
celebrations with a trip up the Thames on a 
boat blasting out their latest chart topper ‘God 
Save The Queen’ and the satellite Voyager II is 
launched. 

Somewhere in space, 2032. The Sex Pis¬ 
tols are long since forgotten, Queen Elizabeth II 
has died, and an alien life form scoops up Voy¬ 
ager II and takes the satellite back to its home 
world to decipher the information it holds. 

Earth, 2139. Present day. Aliens appear in 


ST VERSION 

The smooth, fast, colourful graphics help to make 
a very believable game world. You'll be hooked on 
this after just a few plays, and it'll take you a while 
to beat, but it's just lacking that extra something 
to keep you playing for months. 
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OCEAN voyage to :: S 
the moons of Saturn: 


GRAPHICS 9 IQ FACTOR 4 
AUDIO 7 FUN FACTOR 8 

ACE RATING 862 
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Drop a camera and you can view, and shoot at, any ene¬ 
mies from outside your craft. And if you're wondering what 
your craft looks like - here 'tis. 


Pick up the pod that enables your craft to sprout 
and suddenly taking on flying aliens becomes a lot 

*m* w m * *m*i 



their forces. So there’s only one option open 
to him. He'll have to defeat the Roxiz army 
single handed. 

You take the part of Luke and, starting at 
Janus, endeavour to wipe out the alien craft 
from each moon before slipping through a 
warp gate to the next. To do battle you've had 
to leave your mothership and send it on to 
Phoebe (the tenth moon) to wait while you scur¬ 
ry around in a shuttle. This shuttle is none too 
big and not well equipped: in fact, it's only 
armed with a front-firing laser, a couple of 
atomic bombs and some power pyramids 
(small energy bombs). You can pick up pods 
from the surface of each moon which were 
dropped by the mothership when it passed 
over, and enhance your firepower. One pod 
even allows you to transform your tank-like 
shuttle into a flying craft and back again at the 
touch of a button. This proves to be very 
handy, especially when you need to destroy air¬ 
borne alien craft. 

Each moon is more heavily defended than 
the last, not merely in the number of enemy 
craft, but in their intelligence. Moon Two, for 


example, is infested with horrid craft called 
Squashers that can only be destroyed by atom¬ 
ic bombs, and as there are always more 
Squashers than you've got bombs, life can be 
tricky. (A clue: try trapping the Squashers 
behind buildings, and polish off all the other 
craft before getting three or four to follow you, 
then let 'em have an atomic bomb and see how 
they like it!) 

Voyager is a bit like a 3D Starglider, but 
better. Not only are the graphics better, but the 
gameplay is far superior. You can't simply rush 
around blasting everything, because it won't 
work - for a start, you have a limited amount of 
fuel - tactics are needed if you hope to survive 
and progress. Because a certain amount of 
thought is involved, you'll find it much more 
entertaining than the average Battlezone clone 
and will consequently be playing it for long peri¬ 
ods of time. The repetetive nature of the game 
just takes the edge off, though, so it just miss¬ 
es out on attaining the coveted 900+ rating, 
but it's still one of the best 3D shoot-em-ups 
we've ever seen. 

• Andy Smith 


_ RELEASE BOX _ 

ATARI ST £19.99dk _ OUT NOW 

AMIGA £24.99dk _ IMMINENT 

IBM PC Version planned, details TBA 


PREDICTED INTEREST CURVE 




The graphics grab you immediately, but it 
takes a while to learn how to deal with the 
aliens. Although you may complete it after a 
month, you'll still be loading in a year’s time. 
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RAIDER 

IMPRESSIONS are the sincerest form of flattery 



On arriving at the second system, the player has to enter the planetoid via the opening 
on the left, and destroy the gun emplacements while avoiding all the enemy s flak. 



Having blasted all the enemy guns on the 
first level, the ship deploys its tractor 
beam to pick up the required fuel pod. 


AMIf*A owners have been denied con- 
AMIUM versions of the Gravitar/lander 
clones Thrust and Oids, but this debut product 
from Impressions goes some way to redress¬ 
ing the balance. 

As with all the predecessors, the player's 
ship obeys whichever of the laws of gravity are 
in evidence and is controlled from the keyboard 
using the now-standard rotate and thrust com¬ 
mands with the landscape scrolling around the 
central vessel. 

The game is set in deep space (aren't they 
all?) where the player's mission is to visit four 
planets in each of eight star systems and 
retrieve a stolen fuel pod from each. Having 
captured all four pods, the craft must then be 
directed to an automated powerplant where the 
pods are repositioned in their correct loca¬ 


tions. Success is rewarded with access to the 
next system, and a password allowing the pre¬ 
vious star system to be skipped on later goes. 
Pods are only released once all the plane¬ 


tary defences have been neutralised using the 
ship’s cannon. A tractor beam device - which 
also doubles as a shield - is then used to col¬ 
lect the pod and any spare fuel cannisters that 
are lying around on the planet's surface.* 

Although Raider obviously borrows heavily 
from Oids and Thrust , it doesn't quite manage 
to impress as much as its inspirations due to 
the unimaginative theme. Also, the control 
method isn't as precise as other games in this 
mould, since the ship's inertia is a touch over¬ 
strong. However, the difference is only really 
noticeable to anyone brought up on the previ¬ 
ous Gravitar/lander clones: anyone new to the 
genre will swiftly adapt to the gamestyle, and 
veterans can practise an old art on new canvas. 

• Steve Jarratt 



AMIGA VERSION 

While the multidirectional scrolling is all very 
smooth, the graphics do have a slightly amateur 
quality about them. Sound is limited to sampled 
in-game effects for thrusting, firing and explo¬ 
sions: all of which are adequate, but no more. 


GRAPHICS 5 IQ FACTOR 4 
AUDIO 4 FUN FACTOR 7 

ACE RATING 674 



AMIGA '// 

The tried and tested gameplay proves entertain¬ 
ing from the outset, and the level-entry password 
system helps sustain interest right into the year. 


SILKWORM 

Rebel, ST version reviewed, £19.95dk 


Shoot em-ups come and shoot-em-ups go, so 
what could possibly make this one stand out 
from the crowd? 

Having just about everything you could 
wish for in a game of this type helps. Want a 
simultaneous two player option? It's got it. 
Want mid- and end-of-level guardians to 
destroy? It's got 'em. Want to be able to pick 
up extra firepower so blasting the flying and 
ground-based targets becomes a little easier? 
No problem. 

Beginning to get the idea? Good. Now for 
the scenario: You're piloting a helicopter (a 
friend drives a jeep if two play) across a contin¬ 
uous horizontally-scrolling landscape, blasting 




nm hbi 1 to corrnrajE 


all and sundry that comes your way: 
including the gratuitous amount of flak 
that the enemy throws at you. You've 
got three lives to lose before you get 
the first of three ‘continue' options, so 
you've got nine lives in effect (still not 
enough, guys!) 

All in all, Silkworm is a very good 
shoot-em-up: nothing more and nothing 
less. The attacking craft are varied, and 
there's plenty to blast, so it'll keep you 
busy for a good while and is guaranteed to 
take years off the life expectancy of your joy¬ 
stick fire button. 

• Andy Smith 






ni:t: i. -*i 


A surprisingly quiet moment, having just dis¬ 
posed of a missile base and evaded a tank. 


GRAPHICS 

8 

IQ 

FACTOR 2 

AUDIO 

7 

FUN 

FACTOR 9 

ACE 

RATING 

735 
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► THE SOFTWARE MINI-MOVIE ON VIDEO 


► FEATURING: SIMULATIONS, 
ROLE-PLAYING, ADVENTURE, 

ARCADE,ORIGINAL CONCEPT 

► STARRING LITA 

► EXPERIENCE THE REALITY 

► SPECTRUM, C64, CPC, ST, AMIGA, PC. 

► AVAILABLE 1 MAY FROM ALL 
GOOD SOFTWARE STORES 


min 


IF YOU HAVE ANY DIFFICULTY OBTAINING ACTION SCREENPLAY 
FILL IN THE COUPON BELOW AND SEND TO: 

HOT-SHOT ENTERTAINMENTS LTD, PO BOX 326, COLCHESTER, 
ESSEX C04 5BL. 

NAME . 

ADDRESS . 


PLEASE MAKE CHEQUES/POSTAL ORDERS PAYABLE TO 
HOT-SHOT ENTERTAINMENTS LTD. 


Shot Entertainments Limited 




'flaw H 0 * j 


ACTION SCREENPLAY and HOT-SHOT are registered trade marks of HOT-SHOT ENTERTAINMENTS LTD. 


Hot- 
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TYPHOON OF STEEL™ The ultimate 
simulation of Squad Level Combat in the 
Asian, Pacific and African Theatres of the 
Second World War. This highly detailed game 
allows you to refight individual battles, or an 
entire campaign. 

The flexible construction set feature enables 
players to recreate any combats involving 
American, Japanese, German or British 
Forces. 

CBM 64/128 DISK £24.99 


IBM PC £29.99 


IGn_ 


SHILOH™ The battle of Shiloh was a 
seesaw event that could easily have been 
a Union defeat or victory. Now, you 
determine the outcome of Grant’s 
t" fearsome trial - 

I CUYT ATI and his destiny. 


REBEL CHARGE™ Rebel Charge at 
Chickamauga recreates the Confederates last 
offensive of the Civil War. Played on a 


SONS OF LIBERTY™ Sons of Liberty 
enables you to recreate 3 battles from the 
American War of Independence. The Battles 
of Bunker Hill, Monmouth and Saratoga. 


The game can be 
played at 1 of 3 
levels of difficulty 
and is a must for 
players of the 
‘Gettysburg’ 
system. 


introductory, 

intermediate \ # r* A 
and advanced 
levels. 

'NQUEST^ 

CBM 64/128 DISK £24.99 CBM 64/128 DISK £24.99 1 

IBM PC DISK £29.99 IBM PC DISK £29.99 

CBM AMIGA £29.99 

There’s a world full of opportunities with SSI - the dramas of 
the past, the mysteries of the future, gathered together £ 
to form an unrivalled collection of role playing 
fantasies and all action simulations that offer a new Pi 
dimension in computer entertainment. 
ikl X/ICTklA kh nCDiUAklV 


TYPHOON 


KAA 

jesi 

YOU'LL MAKE SOM£ UNUSUAL Fftl€KDS AS f] 
)NS YOU € XPLORC OTH€RTIM€S,OTH€A WORLDS 


ERMA^'i 


IS 


U.S. Gold Ltd., Units 2/2 Holford Way, Hoiford, Birmingham B6 7 AX. 



































SCREEN T 




Typhoon presents a wriggling bag of Sea 
Sprites to the irate Sprite in the 
armoury. 


(Main Picture) On the second level (hence the darker sea) TT waits in the centre of the 
island village, ready to blast the two flyers who are about to close in for the kill. 


TYPHOON THOMPSON 

BRODERBUND/DOMARK raise a storm 


FLIGHT p,ummets down to the 

rLIUrl I surface of Aguar, an ocean 
world in the Omega system, and all hands are 
lost at sea... except one. A tiny infant survives 
the crash, and is adopted by the Sea Sprites 
that inhabit the placid waters of Aguar. After 
several abortive attempts are made to rescue 
the child, the task falls upon the narrow shoul¬ 
ders of reluctant hero Typhoon Thompson. 

Forcefully persuaded to board his personal 
jet-sled, Thompson heads for the nearest 
group of islands where he is met by the Spirit 
Guardians, remnants of a long-dead civilization, 
who help him on his quest. At the beginning of 



ST VERSION 

The shots above do little justice to TT 's graphics: 
they must be seen to be believed. The animation 
is nothing short of superb - even on such tiny 
characters - and the water effect is enhanced 
with lovely splashes and ripples. Similarly, the 3D 
is quite stunning: movement is dead smooth and 
the illusion of depth is almost perfect. Sound is 
minimal, but used to a premium, with decent spot 
effects realistically fading with distance. 


GRAPHICS 9 IQ FACTOR 3 
AUDIO 6 FUN FACTOR 9 

ACE RATING 822 



After an unsuccessful attempt, The Spirit 
Guardians levitate Typhoon, prior to 
installing a new jet-sled underneath him. 

each level they ask for a particular artifact - 
dagger, hammer, balloon or protector - which 
is held in the Sprites' armoury at the centre of 
a ‘village’ of six islands. To retrieve the item, 
Thompson must capture all the Sprites from 
the surrounding islands and trade them for the 
required valuable from the irate Sprite in the 
central armoury. 

Sprites appear from their archipelagic 
dwellings either once the island is shot, or 
automatically after a short time. However, the 
little amphibians are enclosed in small hover¬ 
craft called Flyers, which home in on Thomp- 
spon's jet-sled and attempt to remove this 
minor annoyance by a variety of means, includ¬ 
ing both missiles and more direct methods. 

One hit from the sled's blaster sees the 
Flyer destroyed, and the Sprite is sent whizzing 
through the air, to land with a splash some dis¬ 
tance away. While the creature is stunned, 


Typhoon must reach the Sprite and scoop it up 
in a sack; otherwise, the Sprite regains his wits 
and swims, dolphin-like, back to his island. 

Having captured all the Sprites and 
swapped them for the required object, Thomp¬ 
son may re-visit the Guardians in order to 
receive his orders for the next level, and also 
take receipt of an extra weapon. 

The above scenario might sound a bit 
eccentric, but the gameplay is in fact very 
straightforward and very absorbing. The jet- 
sled's unusual mouse control soon becomes 
second nature, and the only drawback is that 
the limited gameplay might soon pall due to 
overfamiliarity or completion of the game 
(although the latter is quite a task). Still, 
Typhoon Thompson simply drips quality, and is 
a suitable fanfare for the reappearance of 
Broderbund products. 

• Steve Jarratt 


PREDICTED INTEREST CURVE 



ST 


Simply amazing for the first few goes, and 
the challenge holds its appeal for a week or 
two before repetition starts to kill interest. 
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The top shot shows all the eight contestants from 
the first league: you are at top left. Below is the 
detailed run-down on your opponent: Germanic 
sexism strikes again. 
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WUAT sort of monster is ■* that would 

■■nMI gleefully go around launching cute 
little furry animals into the air with its boot? The 
sort of monster that wants to win! There’s only 
one way to win in this game, and that’s by accu¬ 
rately and forcefully introducing cute, lovable 
‘Beloms’ to the unyielding toes of your Size Tens. 

The GMS takes place in the land of Ghold 
where goblins, dwarves, ogres, humans and 
many other monster races live alongside each 
other in perfect hatred. To avoid the complete 
collapse of social order, the monsters confine 
their potential battles to the field of play. 

You're a dwarf, but don't let it get you down, 
because dwarves are good at this game. In the 
first two sections of the game you are placed 
with seven other competitors in a knockout com¬ 
petition. The players in the first section are not 
too good, but none of them are easy to beat. 

Each match pits two creatures against each 
other on a pitch viewed from one end, and your 
IIHII dwarf is always at the near end. In front of each 
J lil player is a baseline with six Beloms lined up on it. 

i 111! I!! p * ayers wa ^ a * on £ * me anc * k°°t poor ’ 

lillilll! Quivering Beloms over at the opponent, with the 
[Sinsiiimllfi a j m 0 f completely clearing the line of Beloms and 

charging up to the other end of the field. 

If you can hit an opposing player with a 
Belom it floors him for a while, providing you 
liiiiiiiii with the best chance to whack a few more in his 
direction. Beloms automatically line up on the 
baseline to be kicked, which is very self-sacrific- 
ing considering the hammering they take. A shot 
can be angled in either direction and hoisted in liliW* r : */*/ » ? *> »!rt 

!!i!m air ' a ^ough the dan ger of this is that it *!}#!!. 

might fly into the crowd, resulting in a penalty. 4JJ5&.;I!!}!#! ’J}[| 

Of course, in a game like this, the penalties 
are anything but normal. They involve kicking a ^ 

Pelvan (a big duck) into the opposing monster's ; 
endzone, and while success throws three 
Beloms over to the receiver's side, a save caus- ' 

S m es one Belom to cross to the kicker's side. The i jJjSjSjlfJj 
( computer players can give away penalties too, j 
Ijiy but that depends on how skilful they are. 

IjfjliiiJi ^ may all sound simple, but the gameplay is S 
!5j5|5}{}! utterly manic, with the dwarf scurrying along the 

i baseline in a desperate attempt to kick Beloms I j jj ? , j w;jj lEyJLlUBEi3 
!!»“!!!! and avoid incoming ones. Most of the skill lies in 
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The two sub-games, Revenge off 
the Beloms and Faulton Feeding. 
s (Top) One Belom repulsed at top 
right but another is coming from 
the left. (Bottom) One Faulton has 
! been fed and the second Belom is 
; flying into an open maw. 
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ACE RATING 900 






PREDICTED INTEREST CURVE 
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ln the thlrd section three ct1am p ions await ' 'll 

l!ii|!|!i:!!n}l|!l!iJi:|!l!!!!!|i!iii}iii|jl!l!| Who all have to be defeated in order to achieve ilj! 

final victory. Unfortunately for you, they also |S| 
possess magical abilities to surprise you. 

Despite being simplistic and repetitive it's a i( 
ver ^ a dd'ctive game with the same sort of g 

Itttttili iitil tr ;?*?!' attractlon as speedball. You will keep coming j 

4 *1 ’ifi! 1 ^ ac ^ to ^ re gularly, because no two games are S 

• *• • IIIIHIHIHillllli the same and it ' s always a challen 8 e - lts cruel ' 8 

.. nasty and de spicable to treat Belo ms like this j " 

but we love it. 

**U*¥ t HH***l*iUH*i*iH*Hi*t*iWtWi*M 




Belom bunging really hooks you, and needs 
great concentration and persistence. With no 
two games alike, and a variety of opponents, 
it's one to come back to for months. 
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Utnjj’s ©nest Merits 

Available at all major computer games stockists or by mail order 

E3 ^ Mail Order: Postronix Ltd, Nene Enterprise Centre, Freehold Street, Northampton, NN2 6EW. 

Tel: 0604 791771 

Consumer Enquiries/Technical Support: 0734 310003 





























THIRD of the SS,/ ^" SR ran 8 e of comput- 

I mill# er games based on the AD&D 
system to arrive is Hillsfar, bringing with it a 
number of questions. Will it be an arcade adven¬ 
ture, like Heroes of the Lance: or will it be more 
in keeping with the role-playing system, like 
Pool of Radiance? 

Hillsfar takes its name from the town in 
which the game is based, and actually turns out 
to be a mix of game styles, rather than falling 
neatly into one category. Before setting out on 
your adventures you can import a character 
already created in Pool of Radiance or create 
yourself a new persona (Thief, Fighter, Magician 
and so on) in true RPG style. 

Then the adventure starts, placing you at a 
campsite a few miles from the town. To travel to 
Hillsfar, you go via the first of the four arcade- 
style sub-games: horse riding. Using the joy¬ 
stick, you have to gallop along a path jumping 
over obstacles such as puddles and fallen 


C64 VERSION 

The graphics are fine, with especially nice animation 
in the horse riding sequences. The sound effects are 
few and far between, and they're nothing special 
when they do appear. A nice mix of arcade and RPG. 


GRAPHICS 


IQ FACTOR 5 
FUN FACTOR 6 


*1M 


HILLSFAR 

More AD&D from SSI - OK? 


ACE RATING 732 


branches and ducking kamikaze birds that flap 
along at head height. 

The other arcade style games include fight¬ 
ing in the arena, where you try to bash your 
opponent into unconsciousness: target Shoot¬ 
ing, where you fire a total of ten darts, arrows, 
stones or daggers at a series of targets for a 
gold prize: and maze wandering/lock picking. 
These last two are linked because on entering 
almost any building you'll find yourself looking 
down on your character as he wanders around. 
Soon you'll come across some treasure chests 
and if you've got a set of picks, or a friend with 
a set of picks, you can attempt to spring the 
locks by matching the picks to the lock tum¬ 
blers - the number of tumblers varies from 
three to six - within a time limit. Failure not only 
not loses the loot, but will 



The main map shows the town of Hillsfar and your position. The inset display reveals 
that you are outside the Fighter's Guild: enter, and you will be given a mission. 


probably also spring some sort of trap that will 
have an adverse affect on your hit points. 

On to the adventuring side of things. The 
screen display breaks down into three main sec¬ 
tions: A large map, viewed from above, shows 
your position in the town at all times. In the top 
left is a window showing a view ‘through your 
eyes’ and at the bottom of the screen is a win¬ 
dow displaying text messages. 

What you do in Hillsfar is largely up to you. If 
you're into the adventuring side of things, you 
can try interacting with Some characters and dis¬ 
cover some quests. For example, if you're a thief 
character, head for the Guild of Thieves, chat to 
the main man and he'll send you on a mission. If 
you prefer the action side of things, wander to 
the arena and pick a fight. Actually, whichever 
type you prefer, you'll almost 




certainly end up taking part in both. Wandering 
around the city, for instance, you might come 
across a pub and pop in to have a couple of 
beers. If your luck's bad, you could easily end up 
being carted off to the arena for a fight, or you 
could just as easily pick up a juicy bit of gossip 
that sends you off adventuring. 

And that's about it. All quests involve one 
arcade sequence and most involve more than 
one, making Hillsfar much more of a middle 
ground game than true RPG. That's in some 
ways a great advantage, and could well attract 
arcadesters to this type of game, but don't 
expect it to be as involving, or the game world 
as believable, as a game like Pool of Radiance. 

• Andy Smith 


RELEASE BOX 

ATARI ST 

Details TBA 

Autumn 

AMIGA 

Details TBA 

Autumn 

C64/128 

£19.99dk 

OUT NOW 

[ IBM PC 

£24.99dk 

IMMINENT 
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To destroy the blue mechanical ^g? 
on the left, KLIPT must move 
next to the one-charge slab. 


-and perform a vertical spinning 
jump. Clipping the slab, it falls to 
*«** the left, destroying the creature. 
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RICHARD cla V derman makes Delphine 

”"^"***™"* Records lots of money: in 
fact, he's one of the biggest-selling recording 
artists in the world. ‘So what's that got to do 
with Bio Challenge ?’ you might ask. Well, Del- 
phine have dipped a corporate toe in the soft¬ 
ware world and come up with the second- 
biggest seller in France after Captain Blood. 
And now it's being released in this country 
under the guidance of Palace Software. 

Coded by the co-authors of Elite's ST 
Space Harrier , Bio Challenge features a typical¬ 
ly French (ie strange) scenario, and some 
unusual and innovative gameplay. 

The player takes on the mantle of a KLIPT 
cyborg, bearing the body of a robot and con¬ 
trolled by a human brain. To test the effective¬ 
ness of the experiment, KLIPT is expected to 
conquer all six levels of the Bio Challenge. 

Each level is split up into ‘planets’ 
accessed by contact with colour-coded trans¬ 
porters which hover at the top of the screen. 
The level is completed by collecting four pieces 
of amulet from around the planets, and then 
defeating a large end-of-level guardian. 

Planet landscapes are littered with deep 
crevasses, movable platforms called ‘charge 
slabs’ and three varieties of bio-mechanical 
beings: small ones fly across the screen in for¬ 
mation, medium-sized creatures suspend them¬ 
selves from the charge slabs, and larger 
mechanicals move and jump along the ground. 

The airborne creatures drain KLIPT's ener¬ 
gy - indicated by a falling oil level - but other¬ 
wise prove little more than an annoyance. KLIPT 
simply deals with these pests by going into a 
high-speed spin (possibly jumping at the same 
time) which destroys them. Oil is replenished by 
collecting barrels along the way, but if KLIPT's 
reservoir is completely drained, he loses a life 
and restarts the level from scratch. 

The other two alien species cause similar 
drain, and can be destroyed in several ways. 
KLIPT can collect red armour from one of the 
cauldrons which regularly appear at the top of 
the screen. Thus kitted, whenever the android 
goes into a spin any flying creatures which hit 
him are sent whizzing off across the screen, 
and act as missiles to destroy both the charge 
slab hangers and ground-based beasties. 

Other cauldrons also become visible as 
aliens are destroyed and include such goodies 
as additional time, bonus points, an extra life, 
increased oil tank capacity and green armour, 
which allows KLIPT to destroy any enemies that 
are on the screen simply by performing a back¬ 
wards somersault. 

Charge slabs carry one, two or three 
charges, and can be made to fall on unsuspect¬ 
ing beings by reducing the charge to zero. 
KLIPT does this by performing his backflip while 
standing on the slab, or by clipping them on the 
edge on an upwards jump. The latter manoeu¬ 
vre causes them to either fall sideways, if they 
; only carry one charge, or to move sideways, 
reducing the charge by one unit. In this way, 
slabs holding two or three charges can be posi¬ 
tioned as required. 

When suitably smashed on the head, shot 
or 'smart-bombed', the defunct creatures yield 
either sections of amulet, or units of ammuni¬ 
tion which are then used against the guardian. 
Once the amulet is complete, KLIPT can head 
back to the large sphere at the start of the level 
where he is transported to his meeting in the 
guardian's cavern. 

During this sub-level, whenever KLIPT 
attempts a jump, he is transformed into a float- 






braces himself for a high jump.; 

2 Nearing the top of his leap, 
about to head-butt the cauldron. 

3 The broken cauidron reveafs a 
red blob which... 


4 ...falls to the grouncf, closely - 
followed by the cyborg. 


GRAPHICS 9 IQ FACTOR 5 
AUDIO 8 FUN FACTOR 8 

ACE RATING 919 


AMIGA VERSION 

Visually identical to the ST, save for a subtler 
palette and even more colours. Although the spot 
effects are comparable, the Amiga boasts a pre¬ 
dictably superior version of the title track which 
can be played throughout the game. 
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ing cannon which slowly falls back to the 
ground. The guardian constantly rises and falls, 
shooting as it does so, and KLIPT's bullets 
must be timed to hit the guardian on the most 
vulnerable area, his head. Successfully defeat¬ 
ing the large mechanical allows KLIPT to contin¬ 
ue his mission on the next level. 

This strategic shoot-em-up - but without 
the shooting - sounds a lot more complicated 
than it actually is. Once the mode of play 
becomes familiar the action proves extremely 
addictive, and the game is nicely balanced to 
provide a continual challenge. 

Bio Challenge is beautifully presented and 
features a great tutorial demo, which is well 
worth watching! In fact, the only real omission is 
an level-entry system allowing the early stages 
to be bypassed on later plays. Once learned, 
though, the levels are rapidly completed, and 
there is no strict method for completing each 
level. A great debut for the Delphine/Palace 
team: let's hope this is the start of a beautiful 
relationship! 

• Steve Jarrat 




PREDICTED INTEREST CURVE 


The unusual gameplay provides instant 
allure, while familiarity with the controls and 
nicely-graded levels guarantee an enthralling 
and long-lasting challenge . 


ST VERSION 

Not content with dead smooth four-layer parallax 
scrolling, the programmers have also used some 
clever techniques to produce a playing screen 
with more than its normal allotment of colours (up 
to 160, apparently). As with other French games, 
the ST's soundchip is also pushed hard, with a 
smart sampled soundtrack and some very pleas¬ 
ant effects during play. 


GRAPHICS 9 IQ FACTOR 5 
AUDIO 8 FUN FACTOR 8 

ACE RATING 919 


_ RELEASE BOX _ 

ATARI ST £19.99dk _ OUT NOW 

AMIGA £24.99dk _ IMMINENT 

No other versions planned 





























































































































Your character, the eccentric-looking type with the large beard and cloak, is going to 
have problems sneaking past the green thing on the ground that throws white objects. 


shooting is familiar but difficult, so even hard¬ 
ened players will have trouble completing the 
whole thing. It's enormously frustrating, and far 
too frequently demands near perfection from 
the player. 

Despite the fact that it has been well pro¬ 
grammed, looks great and is really quite action- 
packed, Stormlord is just too frustrating. If 
gameplay is to progress at all, it must get 
away from timing problems, unavoidable 
deaths and other things best left back in 1984. 
Stormlord is not really a bad game: it's just not 
as good as gamesplayers these days have 
every right to expect. 

• Bob Wade 


SPECTRUM VERSION 

The backgrounds are detailed and attractive and 
are accompanied by some lovely animation on the 
sprites. There are some good in-game effects 
and a nice title tune too. 


GRAPHICS 8 IQ FACTOR 4 
AUDIO 8 FUN FACTOR 6 

ACE RATING 574 


STORMLORD 

It's raining HEWSON 


RAF Cecco is one °f the biggest names in 
8-bit games, with an impressive track 
record of releases like Cybernoid, Equinox and 
Exolon. Nearly all these games have blended 
shoot-em-up action with arcade adventure to 



The bees, to the left, have been success¬ 
fully avoided using the honeypot. 


produce a unique style. Stormlord 's 2D side-on 
view is also typical of Cecco games, as are the 
detailed graphics that appear on all screens. 

Your character walks and jumps around 
four levels, throwing fireballs and swords to dis¬ 
pose of enemies, solving a series of puzzles, 
and finally completing each level by rescuing 
five imprisoned fairies. 

Objects which pop up throughout the 
game, although only one at a time can be car¬ 
ried, must be used to perform specific func¬ 
tions: keys to unlock doors, an umbrella to 
keep the rain off and honey to attract bees, 
which doesn't take too much working out. 
Among the more entertaining features are 
trampolines that act like teleports but do so by 
chucking you through the air. 

As ever with Cecco games there's a host 
of timing problems where evil-doers have to be 
avoided rather than shot. All this avoiding and 


RELEASE BOX 

ATARI ST 

£19.99dk 

July '89 

AMIGA 

£19.99dk 

July '89 

SPEC 128 

£9.99cs 

OUT NOW 

AMSTRAD 

£9.99c$ • £14.99dk 

IMMINENT 

C64/128 

£9.99cs * £14.99dk 

IMMINENT 

IBM PC 

No version planned 




PREDICTED INTEREST CURVE 



minute hour day week month year 

SPECTRUM ■// 


Frustrating gameplay has a dampening 
effect early on and, although this can be 
overcome, the game only has four levels. 


FRIGHT NIGHT 

Microdeal, Amiga version reviewed, £19.95dk 



A surprisingly casual attacker lobs some 
garlic and waits, hands in pockets. 


GRAPHICS 

8 

IQ 

FACTOR 1 

AUDIO 

8 

FUN 

FACTOR 4 

ACE 

RATING 

277 


Gerry Dandridge is a member of the undead, 
and Gerry would like to remain undead. So 
Gerry has to leap, stalk and cavort around his 
house, after dark, and suck the blood of any¬ 
one he happens to come across. 

These people aren't sold on this idea, so 
will attempt to harm Gerry by lobbing various 
articles at him: Garlic, holy water and so on. As 
the nights pass, the number of people stum¬ 
bling into Gerry's house increases (including 
people he killed yesterday!) but so does the 
number of hazards that have a detrimental 


effect on his health, including ghosts of past 
victims and hands that thrust up from the floor, 
contact with any of which will cause your ‘death 
force’ meter (health to you and me) to take a 
tumble. 

Fright Night has been a long time coming: 
the wait was not worth it. The game concept is 
dull, the play area is small, the animation is 
poor (Gerry looks and moves more like Elvis 
Presley than Elvis ever did) and the gameplay is 
frustrating. Not a game to add to your library. 

• Andy Smith 


48 Advanced Computer Entertainment 













































Th is Is the Course 
That Jack Built 



The 18th at Oakmont 




The 12th at Augusta 



The 18th at Pebble Beach 



Tee off on the most challenging 
18 holes of major championship 
golf with the legent who hand¬ 
picked each one - Jack Nicklaus. 

Jack Nicklaus’ Greatest 18 Holes 
Of Major Championship Golf™ 
gives you the famous fairways, 
bunkers and greens that have 
decided the four major champion¬ 
ships of golf. There’s even two 



additional courses designed by 
Jack Nicklaus. 

Golf in a mixed foursome or go 
head-to-head with the “ Golden 
Bear” - a computerized Jack who 
possesses skills patterned directly 
after his own game. Select skins 
scoring or stroke play. Contend 
with gusting winds, rolling hills 
and random pin placement. 

It’s you against the greatest 
golfer of his time. Playing the 
greatest 18 holes in the world. 
Available for IBM PC + 
Compatibles, Commodore 64 
disk. Coming soon on Amstrad. 

\rmi \ nr_ 

rWA-ULTVUL 

The best in entertainment software.™ 

Jack Nicklaus' Greatest 18 Holes Of Major Championship Golf is a trademark 
of Jack Nicklaus Productions, Inc. 















TEST 


THE SEGA SELECTION 


CALIFORNIA GAMES S®£24.95 crt 


Epyx's much-acclaimed and well-laid-back 
sports simulation has been beautifully convert¬ 
ed to the Sega. All six events of the original 
have been squeezed in intact, and one major 
advantage is not having to wait while each 
event loads. 

For anyone not conversant with the Ameri¬ 
can beach sports simulator, California Games 
includes half-pipe skateboarding, foot bag (or 
hackysack) juggling, surfing, roller skating, 
BMX bike racing and throwing the flying disk 
(Frisbee to you and me). 

Gameplay revolves around strategic use of 


the joystick and fire button to perform set 
manoeuvres, and success is rewarded with 
points. Each event may be played or practised 
individually, or as part of a multi-event chal¬ 
lenge. Unfortunately, the multi-player feature of 
the original has disappeared along the line. 

Sega California Games is smarter than all 
the other computer versions with the possible 
exception of the Amiga. The gameplay is look¬ 
ing a bit dated, but since it's the first of its type 
on the Sega, it should receive an appreciative 
audience. And deservedly so. 

• Steve Jarratt 



Our California Dreamin' hero crests 
wave, resplendent in his beach gear. 


GRAPHICS 

8 

IQ 

FACTOR 3 

AUDIO 

6 

FUN 

FACTOR 6 

ACE 

RATING 

710 


V £24.95 crt 



The Vigilante aims a graceful kick to the 
face of an unpleasant character who is 
threatening him with a large tool. 


Once more unto the streets dear friends and 
let's kick some ass while we're there. Of 
course, it's all in a good cause: rescuing some 
poor girl called Maria. That's right, the usual 
sexist drivel. Oh well, it's a good excuse for a 
punch up. 

Your rather puny character has to progress 
along the horizontally-scrolling levels, fighting 
off the thugs, hoods, gang members and 
assorted street scum that attack from both 
sides. The cause is much aided by grabbing a 
weapon which dispatches them 
faster and at longer range. 


The bad guys come in many varieties as 
well, taking many blows to defeat. Some of 
them also have the nasty habit of grabbing 
onto you if they get close enough, draining 
energy rapidly. 

Once again it's uninspired gameplay, but 
as scrolling combat games go it’s fun stuff that 
will not easily be beaten. 

• Bob Wade 


GRAPHICS 


IQ FACTOR 1 
FUN FACTOR 6 


ACE RATING 661 


TIME SOLDIER > £24.95 crt 


Cast in the role of a time soldier (surprise, sur¬ 
prise) the player - or players, for there is a 
simultaneous two player option - has to 
breach the barriers of time itself in order to 
rescue five troopers who are lost across the 
aeons, and ultimately defeat the evil being, 
Gylend, who sent them there in the first place. 

Basically, the soldiers have to negotiate a 
series of vertically and horizontally-scrolling 
landscapes representing the different time 
zones, and battle any indigenous hostiles that 
appear. 

On destroying specific enemies, additional 
weaponry becomes available and is simply 


picked up to add temporary 
impetus to the assault. No sur¬ 
prises at the end of the level 
either: a guardian being mani¬ 
fests itself according to the peri¬ 
od, and must be wasted before 
attempting the next era. 

The SNK coin-op wasn't bril¬ 
liant and, unsurprisingly, this ver¬ 
sion doesn't improve upon the matter. The 
visuals are sparse, the action is a little slow, 
and unfortunately after a few goes it all 
becomes a bit ho-hum. 

• Steve Jarratt 



With his bazooka, the time-traveller blows away cave¬ 
men who've been unsportingly lobbing stone axes. 


GRAPHICS 


IQ FACTOR 2 
FUN FACTOR 5 


ACE RATING 505 


ALTERED BEAST V £24.95 crt 

Catchy name for a game with some eyecatch¬ 
ing graphics. The beast in question is a hero 
risen from the grave who can power up, first 
into a Charles Atlas body and then into a 
demonic, fire spitting wolfman. 

Power-ups are gained by destroying certain 
foes, encountered on the gently scrolling lev¬ 
els. They come from both sides, above and 


Against a background of fine neo-classi¬ 
cal architecture, the muscular fighting 
man leaps to the attack, assuring the 
deaths of the Wearers of Purple Trousers. 



even up from the ground, to be punched, 
kicked and zapped out of existence. End-of- 
level guardians are of course essential and 
take a hell of a lot of beating. 

Not very imaginative in gameplay, but 
notable for its classy graphics. The wolfman, 
however, adds to the fun considerably, 
because as well as shooting fireballs he can 
launch himself across screen and lay waste to 
all who stand before him. 

• Bob Wade 


GRAPHICS 


IQ FACTOR 1 
FUN FACTOR 6 


ACE RATING 661 
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Available on IBM PC; Tandy and compatibles, Commodore 64/128; Apple HGS' and Commodore-Amiga: Trademarks/Owner: Ferrari/Ferrari S.P.A.; Porsche/Porsche Cars, Inc. - 1989 Accolade. Inc. 














BLOOD MONEY 
The ultimate arcade game 

Hold it right there. Are you REALLY ready for this one? Have you got the courage to load up 
the experience that makes all the other games you’ve played seem prehistoric? 

Because BLOOD MONEY is simply the best arcade game you’ve ever seen. It has a 
staggering 1 megabyte of bit-mapped graphics, an amazing 400K of sound effects and music 


PSYGNOSIS 
FREEPOST 
LIVERPOOL L3 3AB 
UNITED KINGDOM 
Tel: 051-709 5755 


and the most gripping gameplay you’ve ever tackled in your life. BLOOD MONEY just leaves 
the competition for dead and takes you into new realms of arcade action. 

But it’s going to be tough. From the instant you hear that driving soundtrack you’ll be plunged 
into a maelstrom of sheer destruction, as you plunder the four Outer Planets in a kamikaze 
quest for gold and glory. The aliens in BLOOD MONEY set some vicious traps, and it will take 
all your skills just to survive. 

Use your awesome firepower wisely and you’ll turn those aliens into blood money that can earn 
you extra weapons and equipment. And you’re going to need them, because there are no easy 
screens in BLOOD MONEY. It’s a life and death struggle that demands all your tactical genius 
and shoot-em-up know-how before you battle through to confront the four planetary Guardians. 

With its vast bit-mapped graphics, superb animation, blistering sound, devilish obstacles, 
awesome firepower and 1 or 2 player options, BLOOD MONEY is the greatest challenge yet 
faced by any games player with a passport to outer space. 

It’s here. It’s ready and waiting for you. But are you sure you’re ready for BLOOD MONEY? 


Two joysticks required for two-player game 
Screen Shots are from the Amiga version 

AMIGA £24.95 ATARI ST COMING SHORTLY 
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STRANGE how some parries come 
® * nMnUC about. Take this one: a 
conversion of a coin-op that was derived from 
pinball tables. Weird certainly, but the coin-op 
was a big success and produced a far more 
complex game than any normal pintable ever 
could or ever has. 

There are four whole tables to play, each 
with its own task to be completed. Each table 
is split into two halves, with flippers on both 
halves, so if the ball slips off the top section, 
which it's launched onto, the bottom half 
scrolls into view. If you lose it off the bottom 
screen it's one of five balls gone. 


AMIGA VERSION 

Excellent tunes, varying for each of the levels 
and accompanied by good effects. Graphics 
are close to the arcade version. Ball movement 
is not perfect, but it's close enough to offer 
plenty of fun for a good while. 


GRAPHICS 8 IQ FACTOR 2 
AUDIO 8 FUN FACTOR 8 

ACE RATING 769 




MfflE 


OOOOSIOO 


On the left is the first level, the volcano, on the right the second stage, the ruins. If you 
can hit the ball up one of the tubes that start above the volcano, it lights up one of the 
letters. Light all seven and multi-ball mayhem results. 


TIME SCANNER 


ACTIVISION'S time and motion study 


The first level is the volcano, followed by 
the ruins and the pyramid. If these three can 
successfully be mastered, the fourth and 
most difficult table awaits. To get between lev¬ 
els the ball must be hit into a ‘time tunnel’ 
which will warp it there. The task on ‘volcano’ 
is to hit the ball up a chute to light up the let¬ 
ters in the word volcano. Once this is done, 
you get three balls at once: a great chance to 
amass a score. 

A similar situation is found on the other 



COIN-OP SCORE 9 


ARCADE ACCURACY 

Both the graphics and the game- 
play emulate the coin-op closely. 
An excellent job. 


The original coin-op - 



two levels, where com¬ 
pleting a task gets you 
a multi-ball play. You 
don't really want to 
know what to do, do 
you? I thought not. Have 
fun finding out. 

Once all three levels 
are completed the final 
table can be reached via 
a time tunnel. Here 
again there's a task to 
be completed, but this 
time it mixes in the old 
classic Breakout and is 
by far the hardest of all 
the levels. 


Like the arcade ver¬ 
sion there's a tilt option 
for rattling the screen 
around. This can save the ball from impending 
doom and the machine never objects to the 
bouncing about. Tilting is vital for victory, as is 
accuracy with the flippers. 

Basically, Time Scanner is pinball with 
extras thrown in to good effect. It may not be 


This is the top half of the pyramid stage, where a task has to 
be completed. However, we don't want to spell it out for you. 


original, and it may not take long to see 
everything, but pinball has always been very 
addictive and this game is no exception. 

# Bob Wade 


PREDICTED INTEREST CURVE 


Even after the excitement of the first few days has 
worn off. you’ll still keep coming back for more. 


RELEASE BOX 

ATARI ST 

£19.99dk 

IMMINENT 

AMIGA 

£24.99dk 

OUT NOW 

SPEC 128 

£9.99cs 

IMMINENT 

AMSTRAD 

£9.99cs • £14.99dk 

IMMINENT 

C64/128 

£9.99cs * £14.99dk 

IMMINENT 

IBM PC 

No version planned 
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ST VERSION 

The graphics are good, but the gameplay can be 
very frustrating. Once you know the courses it 
won't take you long to win every game. 


GRAPHICS 8 IQ FACTOR 2 
AUDIO 6 FUN FACTOR 7 

ACE RATING 647 


(Right) ST - A water race, and you're 
piloting a tricky hover. These craft tend 
to generate bags of inertia, so you'll 
have to beware of oversteer. 

CIIDEDf*ATC Q uads and Meteors 
wUrCnvAl 9) are all modes of 

transport, surprisingly enough, and they all 
feature in this game based on the popular TV 
series Run the Gauntlet. 

On the telly, international teams compete 
against each other in several races on land and 
water, driving various kind of weird and won¬ 
derful vehicles. In the computer game you and 
a couple of mates can compete against each 
other in nine races (three groups of three legs) 
again, for the most part, in assorted vehicles. 

The driving races consist of three laps of a 
set course that varies depending on the type of 


craft you're in. The action's viewed from above, 
though it's more ‘above and a bit to the side' 
for the buggy driving races. Just like in most 
Codemasters games, the controls are simply 
left, right, accelerate and brake. 


Competing, whether playing solo or with 
friends, involves racing round the course 
against two computer drones: times for each 
leg are totted up at the end of the race and 
points awarded to whoever finishes most 
quickly. Failure to achieve the standards 
required, in other words not finishing in the top 
two, means you won't progress to the next 
round, so you will have to take risks and really 
go for it sometimes. 

As might be expected, there are other fac¬ 
tors as well as the computer drones that can 
prove a hindrance. Explosions on both land and 
sea can send your craft spinning out of control 
for a few vital seconds, and colliding with the 
computer drones delays only your progress, 
and not theirs. 

Run The Gauntlet is not one of Ocean's 
better games. It's well put together and is fun 
to play (although the collision detection is a bit 
iffy), but it's far too easy to beat to keep you 
playing for months. 

• Andy Smith 


RUN THE 
GAUNTLET 

Multi-eventing around with OCEAN 



Spectrum - Supercats are the slowest of 
all the land craft, although that's not 
necessarily a bad thing! 

Amstrad - Piloting a hover. Use the small 
map in the top corner to guide yourself 
round the course. 

SPECTRUM VERSION 

Everything's very fast and the graphics are fine. 

It's tougher to win on the Speccy, so there's more 
lasting challenge, but you'll master it eventually. 

An enjoyable short-term game in the Super 
Sprint and BMX Simulator mould. 


AMSTRAD VERSION 

The gameplay is closer to the Spectrum than the 

ST version, so you can expect to get a fair 
amount of play from it. The graphics are good, 
being both smooth and colourful. Probably the 
most enjoyable version overall. 

GRAPHICS 8 IQ FACTOR 2 


GRAPHICS 8 IQ FACTOR 2 1 

AUDIO 3 FUN FACTOR 6 


AUDIO 4 FUN FACTOR 8 1 

ACE RATING 677 


ACE RATING 683 


RELEASE BOX 

ATARI ST 

£19.99dk 

OUT NOW 

AMIGA 

£24.99dk 

IMMINENT 

SPEC 128 

£8.99cs • £12.99dk 

OUT NOW 

AMSTRAD 

£9.99cs • £14.99dk 

OUT NOW 

C64/128 

£9.99cs • £14.99dk 

IMMINENT 




INTEREST 

LEVEL 


hour 


AMSTRAD 


SPECTRUM 


PREDICTED INTEREST CURVE 


After the initial frustration caused by control 
problems is overcome, you'll find it extremely 
entertaining - until you beat it, which will be 
sooner rather than later. 


L 
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CAPTAIN BLOOD 

"•••the most stylishly evocative game the ST has yet seei 
t:vocative graphics coupled with music by Jcan-Michel Jam 
helped make Captain blood the most eagerly awaited !Tend 
computer game ever" Gaines Mac bine. 
AIIKANOID II Revenge of Doh 
"I he screen* are well designed and will have you burning 
midnight oil in order to rent h Doh. A polished game that 
appeal to all fans ol the original" s| v tiou 
XL NON. 

"The graphics are superb, the inshWIations and explosion* 
wonderfully drawn" AC I 

CRAZY CARS 

"This must be the ultimate car game" s| World. 


340730 


AMIGA 

(CKAZY CAKS replaces SUPER HANG ON) 


A OUTSTANDING 
J GAMES IN 
L ONE 
TSPECIAL PACK 

Ocean Software Limited • 6 Central Street • Manchester • M2 5NS Telephone: 061 832 6633 • Telex: 669977 OCEANS G • Fax: 061 834 0650 


ATARI ST 
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The white team try to stop the blue team from scoring another 
goal. That scanner/map of the whole pitch on the left can be 
shrunk in size if you wish. 



Decide where you're going to strike the ball (consult the 
scanner to see where the rest of your team have positioned 
themselves) and hopefully you'll score. 


Uf|f II E the world waits for Microprose 
Mill kb Soccer to appear on the 16-bit 
machines, Anco have sneaked in with their 
eleven-a-side footy sim. Is it worth consider¬ 
ing, or should you save your dosh? 

Well, we can now tell you that it's definite¬ 
ly worth considering, because it's one of the 
best footy games to have appeared on the 
larger machines to date. As seems to be the 
vogue nowadays, the game is viewed from 
above with you controlling whichever player is 


RELEASE BOX 

ATARI ST 

£19.95dk 

OUT NOW 

AMIGA 

£19.95dk 

IMMINENT 

C64/128 

£9.95cs • £14.95dk 

IMMINENT 

IBM PC 

£24.95dk 

IMMINENT 



ST VERSION 

The graphics and animation are good, the sound 
is nothing special, but the gameplay is. A great 
football game that will have you queuing up for a 
season ticket. 


GRAPHICS 8 IQ FACTOR 3 
AUDIO 5 FUN FACTOR 8 

ACE RATING 821 


KICK OFF 

ANCO put their boots on 

in the best position to get the ball. It's a one 
or two player game, in which you can either 
play against a friend, or take on the computer 
single-handed. 

The matches last from ten minutes (five 
mins per end) to a full-blown 90 minutes, and 
if you don't fancy practising first (penalties, 
corners or just joystick control) you can pick 
your formation and dive into the game. 

Win the toss and you can decide whether 
to play upfield (play is vertically up and down 
the screen) or down for the first half: the 
teams switch for the second half. Though you 
can't see the whole pitch on the screen at 
once, there's a scanner in the top left, show¬ 
ing your position on the pitch. 

But what about the gameplay. Your play¬ 
ers automatically dribble the ball once they 
get hold of it, and turning with the ball can 
take a while to master (hold the joystick fire 
button down before touching the ball and you'll 
trap it, making it much easier to control) but 


once you do, you'll find the pace of the game 
makes it thoroughly enjoyable. Add to the 
great gameplay a host of skill levels, a league 
to play in and a save option and you're onto a 
winner. 

• Andy Smith 



DANGER FREAK 

Rainbow Arts, C64 version reviewed, price TBA 


The Germans have at last started to produce 
some original software instead of just coin-op 
clones. This particular example puts you in the 
role of a stuntman trying to film several 
sequences for the cameras. 

The first sequence is a horizontally¬ 
scrolling road filled with hazards like ramps, 
potholes, puddles, policemen and iron bars. 
These must be driven round, ducked under or 
wheelied over as fast as possible. Every mis¬ 
take causes cuts in the film, affects your health 
and puts up the budget. Too many errors and 
everything has to be started again. 

At the end of the sequence you have to 
_ 


jump onto the back of a car and from there 
onto a rope ladder dangling from a helicopter. 
None of this is very easy and takes a frustrat¬ 
ing amount of time to master. 

After an interlude screen based on Super 
Sprint it's back to stunt action on the water. 
Same sort of obstacle-dodging as in the first 
stage, but easier. The third section takes you 
into the air where all sorts of birds and planes 
attack and have to be avoided. 

There's basically not enough of the game 
to hook you for long, but it is quite jolly. 

• Bob Wade 



Starting off on the highway to hell where 
maintaining speed and avoiding the 


obstacles are extremely difficult tasks. 


GRAPHICS 

7 

IQ 

FACTOR 2 

AUDIO 

7 

FUN 

FACTOR 6 

ACE 

RATING 

587 
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SKWEEK 

LORICIELS make like a mouse 


fti ITB makes a comeback with this iov- 
IE a ble r spiky little orange chap 
called Skweek. His massively important pur¬ 
pose in life is to turn blue squares pink. What 
more worthwhile reason for existence could 
there possibly be? 

There are 99 levels that have to be pinki- 
fied, each one viewed from above and scrolling 
vertically when Sweek nears the edge of the 
screen. The floor is made up of tiles that all 
have to be turned pink by running over them. 
That's the game in a nutshell, but there are a 
host of features to complicate the action. 

Dotted all over the levels are tiles that 
throw out nasty little monsters: most can be 


taken out with the forward firing fur ball 
Skweek starts with, but other weapons can be 
collected that are more effective. 

As well as extra weapons there are other 
objects that appear randomly on each level like 


ST VERSION 

The graphics could be described as very colourful 
or even garish. There are several tunes that 
bounce along jollily, all adding to the cartoon feel. 


GRAPHICS 7 IQ FACTOR 4 
AUDIO 7 FUN FACTOR 8 

ACE RATING 746 



Skweek, the cute little orange creature with the punk hairstyle and inane grin, is 
threatened by a not-so-cute green monster. There's gonna be a fight... 


shields, extra lives, extra speed and exits to 
the next level. You're guided to these by a 
direction pointer, but they will disappear after a 
while. Some tiles are also marked with a boom 
symbol: green ones act as smart bombs and 
blue ones destroy surrounding tiles. 

Getting through the early levels is easy but 
things get more complicated the further you 
go. There are short-cuts that act as teleports, 
disappearing blocks, materialising blocks and 
ice blocks that make Skweek slide. Using these 
basic building blocks the programmers have 
created some tricky levels which require pause 
for thought as well as racing for the time limit. 

Not all the bonuses are good for Skweek. 
Reversed controls make it all too easy to run 
off the edge of a layout. Another problem is 
turning tiles blue instead of pink: it doesn't last 
long, but it still wastes precious time. 

It's enormously jolly and guarantees lots of 
short term fun. 99 levels will keep most play¬ 
ers busy, particularly with the ‘random levels’ 
option that plays them in random order. 

• Bob Wade 


RELEASE BOX 

ATARI ST 

£19.99dk 

OUT NOW 

AMIGA 

£19.99dk 

IMMINENT 

AMSTRAD £9.99cs • £14.99dk 

IMMINENT 

IBM PC 

£19.99dk 

IMMINENT 

No other versions planned 



PREDICTED INTEREST CURVE 

100 

INTEREST 
LEVEL 

50 


0 

minute hour day week month year 

ST //y 

The many features and levels keep interest 
high at first. However, even the random 
levels option doesn't stop the gameplay 
waning after a few weeks. 



STEVE DAVIS WORLD SNOOKER 


CDS, ST version reviewed, £19.99dk 

Six game styles are supported (snooker 15 
reds, snooker 10 reds, UK pool, US pool, 
English billiards and Carom billiards) all of which 
are played on the same table, except that US 
pool uses blue ‘cloth’. 

Play follows the standard pattern of selecting 
the direction of shot, signified by a movable line 
‘attached’ to the white, and then setting strength 
and spin prior to releasing the cue. Also, any 
really doggo shots can be ‘taken back’, like a 
chess move, and the more memorable attempts 
may be replayed in slow motion. Each game can 
be played versus a human opponent, or the com¬ 
puter which is set to one of six experience levels, 
up to Steve Davis standard. 

As with any game that purports to simulate 
the green baize sports, authenticity is hugely 


important, and SOWS fails on several counts. 
Maximum shot strength is ridiculously overpow¬ 
ered, and the targeting system just isn't accurate 
enough, given the resolution of the screen and 
the size of the balls. A zoom mode is incorporat¬ 
ed, but proves useless for the longer shots. 

The display is neat and tidy, but not out¬ 
standing. Spot effects are weak, although a 
sampled commentator punctuates the action 
and a smart version of the BBC's snooker 
theme introduces the game. 

It’s fun to play as a game in its own right, 
and does have lasting interest, as long as you 
appreciate its idiosyncrasies, but genuine 
snooker and pool enthusiasts won't be greatly 
impressed. 

• Steve Jarratt 



In practice mode, the direction line can 
be extended from the white to predict the 
movement of the object ball. 


GRAPHICS 6 IQ FACTOR 5 
AUDIO 4 FUN FACTOR 5 

ACE RATING 540 
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All the latest hardware and software in the rapidly 
expanding scene of micro music will be on dis¬ 
play, including keyboards, samplers, sequencers 
and professional studio software. 

With an Atari/Midi setup you can produce top- 
quality music, quickly and simply - editing out 
mistakes in a way that’s impossible with live 
recordings. So if you’re in any way interested in 
making music with your micro this is the place to 
come to find out all about it. 


Computer Aided Design has grown to become one 
of the most important uses for modern computers. 
With a CAD system you can design houses, cars 
and electronic circuits - in a fraction of the time it 
would take you with pen and paper. 

With the high speed and powerful graphics of 
Atari micros it’s hardly surprising that bigger and 
better CAD programs are pushing back the fron¬ 
tiers all the time. 

And only at the Atari Computer Show can you 
see all the latest systems under one roof. 


BUSINESS 


Many companies will be demonstrating their latest 
software and hardware, specially designed to 
release the full business potential of Atari com¬ 
puters. 

As well as products for the 8-bit and ST, you’ll 
be able to try out applications for the powerful 
Atari PC compatible series. 

And you’ll also be able to get expert advice from 
professionals. 


Alexandra Palace, Wood Green, 
London N22 
Friday to Sunday, 

June 23 to 25,1989 

Fri & Sat: 10am - 6pm, 

Sun: 10am — 4pm 

The Atari Computer Show is back - with 
many new products and developments. Atari 
has grown to be one of the major players in the 
computer world, supported by an incredible 
wealth of top quality applications, games and 
utilities - all on view at this show. 





DIP 

The art of combining text and pictures is big busi¬ 
ness nowadays because, with a low-cost DTP pro¬ 
gram, you can create anything from a club 
newsletter to a monthly magazine or book. 

At the, show you’ll be able to try out the latest 
scanners, digitisers and super-fast programs, and 
get a first-hand glimpse at the way DTP is set to 
develop in the future. 




ADVANCE TICKET ORDER 


POST TO: Atari Computer Show Tickets, 
Database Exhibitions, PO Box 2, 

Ellesmere Port, South Wirral L65 3EA. 

Please supply: 

□ Adult tickets at £4 (save £1).£_ 

□ Under 16s tickets at £2.50 (save £1).. £_ 

□ Family ticket at £11 (save £6).£_ 

Total £_ 


□ Cheque payable to Database Exhibitions 
CU Please debit my Access/Visa card no: 


Expiry date: j / 

Signed. 

Admission at door: Advance ticket orders 

£5 (adults), must be received by 

£3.50 (under 16s) Wednesday, June 14 


GAMES 

Atari computers are renowned for their ability to 
run fast-action arcade-quality games. 

The range of new software on show will demon¬ 
strate how the power of these machines is con¬ 
tinually being stretched, producing faster and 
even more addictive games with superb graphics. 

The winning entry in the STOS Gameswriter of 
the Year Award will be revealed, and several new 
exciting STOS accessories will be shown for the 
first time. 

If you’re a keen game player, you’ll find there’s 
so much on offer at the show - you’re guaranteed a 
real treat! 

DON’T MISS IT 

So for a great day out - whether you want to see 
what the future holds for Atari computer users, 
take advantage of the bargains on offer or get 
advice on specific applications - the Atari Com¬ 
puter Show is the place to go. 

And if you send in the coupon now, you’ll save 
£1 off the price of a single ticket! 

SPECIAL OFFER 

For the first time we are now offering a family 
ticket for just £11, allowing entry for two adults 
and two children. So you can save up to £6 off the 
usual entry price! 


HowTo Get There 

Alexandra Palace is so easy to get to by car, 
rail, underground or bus. It has its own British 
Rail station, just nine minutes away from 
King’s Cross, and there’s a free bus service 
shuttling between station and show every 10 
minutes. 

If you're travelling byroad, the show is only 
15 minutes away from Junction 25 on the M25. 
Car parking is free. 


DATABASE EXHIBITIONS 





Name.... 

Address 


.Postcode. 

PHONE ORDERS: RING Show Hotline: 051-357 2961 
PRESTEL ORDERS: KEY *89, THEN 614568383 
MICROUNK/TELECOM GOLD ORDERS: 72:MAG001 

Please quote credit card number and full address 


A702 






















































AMIGA 

£ 24.99 


Luke Snayles - returning to Earth after 
completing a 50 year sentence of 
"investigative exploration is not a man you d 
wish to meet. After half 
a century of solitude, he's 


lephone: 061 832 6633 
lex: 669977 OCEANS G 


bored and hungry. On Earth the gate crashers 
are about to arrive - they are the ROX1Z, but 
Snayles has got other ideas - no-one, but 
NO-ONE is going to spoil 
his home-coming party! 

































WHO were the other ones? Impostors? 

The wised-up (or under-tens) 
amongst us will need no explanation, but for 
the rest, the story goes something like this. 
Ghostbusters the film became an Activision 
computer game (full price, then budget). Then 
in America a TV cartoon and comic appeared, 
featuring the GBs team and called The Real 
Ghostbusters, which arcade giants Data East 
decided would make a jolly coin-op machine, 
(see ACE Issue Four). Now, Activision have 
decided it would make a jolly computer game 


SPECTRUM VERSION 

The game is multi-load, which is offputting. The 
graphics are OK, though the animation leaves a 
bit to be desired. Not a game that stands out in 
any department. 


GRAPHICS 6 IQ FACTOR 2 
AUDIO 5 FUN FACTOR 6 

ACE RATING 574 



Spectrum - All ready for 
Proton zapper action with 
a Slimer for protection. 


THE REAL GHOSTBUSTERS 

Get slimed with ACTIVISION 


RELEASE BOX 

ATARI ST 

£19.99dk 

OUT NOW 

AMIGA 

£24.99dk 

IMMINENT 

SPEC 128 

E9.99CS 

IMMINENT 

AMSTRAD 

£9.99cs • £14.99dk 

IMMINENT 

C64/128 

£9.99cs • £14.99dk 

IMMINENT 



ST VERSION 

The intro music and the effects are OK. The 
graphics are uninspired, and the perspective 
used is confusing: marry this to the poor anima¬ 
tion and you're not left with the game of the 
year, and certainly not a game that'll keep you 
hooked for long. 


GRAPHICS 7 IQ FACTOR 2 
AUDIO 7 FUN FACTOR 7 

ACE RATING 586 


too, so here we have it: the computer game of 
the coin-op of the comic-cartoon film spin-off. 

You, and possibly a friend too (because it 
supports simultaneous two player action), have 
to fight your way through some ten levels of 
ghost-infested mayhem, collecting the nasty 
things with your Proton beam zapper. Before 
collecting the ghosts you have to shoot them 
first with your normal gun (a quick tap on the 
fire button) to turn them into nice, cuddly, fluffy 
white ghosts, before holding your finger on the 
fire button to trap them in the beam and draw 
them into your backpack. 

There are benefits to be collected - from 
either ghosts or shooting parts of the scenery, 
such as oil drums - including a circling Slimer 
who acts a shield. If things weren't tough 
enough already, then remember you've got to 
complete each level within a time limit. 

The collision detection is poor and the 
gameplay is bad: it's nothing more than an 
average shoot-em-up and is certainly not as 
much fun as the original Ghostbusters game. 

• Andy Smith 


ARCADE ACCURACY 

Just about every feature of the 
coin-op has been included. 


COIN OP SCORE 3 




PREDICTED INTEREST CURVE 


Frequent deaths cause initial frustration, but 
once the levels are learnt progress becomes 
altogether easier. 




- —— 


P 1 warn 


Imagine, Spectrum version reviewed, £8.99cs 


The urban gung-ho combat nut is really out of 
his depth this time. Forget cleaning up the 
mean streets of the city: he's battling through 
time zones against the nastiest things history 
can throw at him. 

The battle starts in prehistoric times where 
dinosaurs and cavemen, looking like Rock and 
Gravel who drove the Bouldermobile in Wacky 
Races, try to beat his skull to a pulp. He must 
battle along the scrolling landscape, jumping 
gaps and climbing walls, to get to a couple of 
major confrontations. These are against multi¬ 
ple opponents who all attack at once. 


Battle to the end of the level and a time 
machine will whisk him off to the next time 
zone. All the energy and lives are replaced and 
battle is rejoined against a new group of 
sprites. The second zone is ancient Egypt, full 
of mummies, the third zone is a mediaeval 
encounter with knights and the fourth a trip into 
the future. 

The action is very similar to the previous 
game: enjoyable but undemanding. It has been 
a good series of games but hopefully this is the 
Final Chapter. 

• Bob Wade 



You're the cool dude in the shades being 
attacked by birds dropping eggs and 
West Ham supporters throwing rocks. 


GRAPHICS 

5 

IQ 

FACTOR 1 

AUDIO 

8 

FUN 

FACTOR 6 

ACE 

RATING 

574 
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FOR ADULTS 


Microstyle is the new software label. The new 
option for those who demand fun, excitement and 
challenge from life. 

Each game is specifically written for the ST 
and Amiga, making full use of the capabilities of 
these machines. So they produce stunning 
graphics and superb gameplay 

A detailed motorbike racing simulation, 
Honda R.V.F., is the first Microstyle title available 
from all good software stores. 


MicroProse Software, Unit 1, Hampton Road Industrial Estate. Tetbury. Glos. GL8 8LD. Tel: (0666) 54326. 


























Welcome to this month's T'N'T, where the usual batch of hints and cheats is accompanied 
by the first instalment of a two-part 8-bit player's guide to War In Middle Earth, written 
by none other than the man himself, Mike Singleton. There's also some useful coaching 
for TV Sports Football players, clues for the spy game The President Is Missing, and a 
helping hand on FOR. Plus a new C64 R obocop listing - you lucky people! 







R-TYPE 

Hands up all those Speccy owners 
having a hard time against the evil 
Bydo Empire? Thought so. Since 
infinite lives would make things a 
bit easier, here they are in listing 
form. It's a bit long, but it certainly 
is worth all the effort. 

Simply type it in and RUN it to 
load R-Type with infinite lives and 
infinite credits.Good, huh? 

NOTE: When the border flashes, 
stop the tape. Start the tape again 
when the border turns black. 

10 FOR A=23296 TO 65535 
20 READ F: IF F=999 THEN 
RANDOMIZE USR23296 
30 POKE A,F: NEXT A 
100 DATA 243, 62, 255, 55, 221 
110 DATA 33, 203, 92, 17, 195 
120 DATA 11, 205, 86, 5, 48 
130 DATA 241, 175, 50, 35, 93 
140 DATA 205, 22, 93, 30,119 
150 DATA 33, 147, 243, 1,85 
160 DATA 11, 52, 11,35, 120 
170 DATA 177, 32, 249, 29, 123 
180 DATA 211, 254, 32, 237, 62 
190 DATA 202, 50,123, 251, 

205 

200 DATA 109, 251,33, 68,91 
210 DATA 175, 50, 42, 252, 34 
220 DATA 22, 254, 49, 0, 0 
230 DATA 195, 222, 254, 62, 

201 

240 DATA 50, 80, 254, 205, 64 
250 DATA 254, 33, 90,91, 17 
260 DATA 22, 106, 1, 10,0 
270 DATA 237, 176, 195, 0, 106 
280 DATA 175, 50, 254, 145, 50 
290 DATA 149, 146, 195, 253, 
133 

300 DATA 999 




For all those people who rushed out and bought Gremlin's Elite play-a-like on the 
ST without reading the reviews first, here are some desperately useful hints... 

At the beginning, take the initial 150 credits and go straight into the Trad¬ 
ing option. Watch the price of food in the Agricultural Products section, 
until it falls to 18 or below. Buy as much as possible, then keep watching 
until the price rises to 20-21 credits. Now sell the lot. 

Continue to do this, using up all the available credits each time. Even¬ 
tually, all the food can be bought and sold, inducing the market to fluctu¬ 
ate between 7 and 22 credits. 

After playing the market for some time (patience, patience!) profits 
should be high enough to afford all the useful goodies: class three 
shields, tertiary weapons system, and a Star Drive Mk 5 (which speeds 
up travel in local space). 

After hyperspacing to a system and reaching the planet by using the 
short range jump, space stations are located by accessing the long range 
radar and looking for the white stalk. It's then just a matter of flying within 
visible range, and initiating the automatic docking computer. 

If under vicious attack from hostiles, contact the craft in question 
using their ident code. This tends to end their assault. 


■ Daniel Russel, Wroot 


■ Drew Dubber, Lincoln, Steve Miller, Lancaster & R Cann, S Humberside 


Bullfrog's ST version of Fusion 
has a nice little cheat: load the 
game, get a high score and then 
type 'SWAMP THING' (including 
the space) on the high score 
table. On starting a new game, 
pressing T cycles through the 
extra weapons, 'B' installs fat bul¬ 
lets, 'S' provides shields, and E‘ 
brings up the cheat mode, where 
levels may now be selected at will 
by pressing the V and keys on 
the numeric keypad. 

■ Thanks to Glenn Corpes, Bullfrog 



HEROES 
OF THE 
LANCE 

Further to the tips printed in Issue 
19, here are some additional tips 
for the SSI arcade adventure from 
someone who should know... 

Only three of the seventeen spells 
are needed: Cure Light Wounds; 
Web (to paralyse dangerous-look¬ 
ing opponents for dissection at 
leisure), and Dragon Breath (for 
use against Khisanth). 

None of the treasures, 
potions, scrolls etc that are found 
are actually needed. 

Fight everything but Hatch¬ 
lings; run at these and dodge into 
a door. 

Raistlin jumps farthest. 

Save your position before cir¬ 
cular doors. 



Goldmoon throws her staff at 
Khisanth (she can't throw it at any 
other times); then get a fighter to 
run past the dying dragon to win. 

■ Pete Austin, Level 9 Computing 


MONEY! 

TNT gives away up to 
£250 worth of vouchers 
each month. If you have 
any hints, cheats or 
maps for the LATEST 
games (Sega and Nin¬ 
tendo included), send 
them in. You could win a 
£20 voucher - or even 
the top prize of £150! 
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TRICKS 


TACTICS 


THE PRESIDENT 
IS MISSING 

THIS TRICKY INVESTIGATIVE GAME HAS PROMPTED SOME USE¬ 
FUL HINTS. HOPEFULLY, THESE WILL MAKE SENSE TO ANYONE 
PLAYING THE GAME... 


TERESA 

BECKWORTHS 

MURDER 

Teresa worked for Colonel 
Sebastian Moran, whose 
activities are unaccounted 
for the four days June 5-9. 

Her boyfriend was Jerry 
Berger. On the back of her 
chequebook is written ‘eih- 
cir kcor.nevar r etis’ which 
means: ‘site r raven rock 
richie’. 

Note the discrepancy 
between the President and 
the President's wife when 
referring to lake Kendal- 
wood/Griffin. Also, the 
common link between 
many participants of the 
Special Forces Unit, Viet¬ 
nam 1968-70. 

Further info: Albern 
Gotzenhopfer and Kehle 
Schneider went to Cyprus 
on June 3 for one day 
before reporting to Otto 
Damonkleiner. 
Schatzmann and Mulroney 
have been transferring 
funds to Swiss Accounts. 
Todd Vogel, Stan Ritchie 
and Ian Schritt are all heli¬ 
copter pilots who came 
through Austrian customs 
prior to the abduction. 

All Agent/State depart¬ 
ment entries must be in 
capitals and have a space 
between the names, eg: 

MORAN, SEBASTIAN 


CODED MESSAGES 

The five Morse Code transmissions are deciphered to the following 
messages: 

1 CHARON TO EM HAVE SET EMERALD IN NALUE 

2 CQ CQ CQ GAZZZAE CQ CQ CQ 

3 CHARON TO EM OPAL RECEIVED IRBID 

4 GEOCEANUS TO DEVILFISH RENDEZVOUS 1812 N35 22E 

5 CHARON TO EM GARNET DELIVERED TUDMUR LHODSU SUPT 
ALLAHO 

(Or words to that effect.) EM may be Edwin Mulroney. 

The sixth ‘hidden’ message is FOUCHE, tapped out by the French 
President against the microphone. Fouche can be seen on the 
photograph ‘President As Hostage’. 


PHOTOGRAPHIC EVIDENCE 

President As Hostage’ ‘FBI Photo’ 



Fouche is one of the cap- 
tors. The President's watch 
may intimate that he's in the 
Continental United States. 

‘Staging Area’ 


The man in the picture is 
Krasni Medyved, he's stand¬ 
ing outside Leo Vine's video 
store, 4109 Bellvue Street. 

Turkish Police Victim’ 



The helicopters were taken 
from the NATO exercise. The 
Al stands for Amalgamieren 
Industriell. 


Last recorded owner of the 
gun was Saghir Ragoul. 
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SEGA STUFF 



This Sega game is getting on a bit but, since 
it hasn't been covered before, here are a few 
tips to give the quest an added boost. 


When entering a code, put the number three 
as the third digit/letter. This is rewarded by a 
number of items, money and life potions. The 
exact result is dependent on the code, so try 
out different ones. 

To find the second demon, slash the central 
blue stone (about five o'clock). When the 
demon appears, kill him by waiting for him to 
stop, then hitting him. Simply keep dodging 
when he follows. 

To find the third demon, hit the gravestone in 
the top right graveyard above the river (the 
one in the corner). 

To defeat Fosbus, aquaboots are needed. 
These are found by hitting a large palm tree 
north-west of the beach. Fosbus is then 
found on the Swamp Island. Warlic can be 
beaten by waiting for him to attack, sidestep¬ 
ping and then hitting him. 

Jasba may be defeated in the same way, but 
it is more difficult because of the need to 
avoid missiles. 

Heidi can be beaten by sidestepping, and 
rapidly slashing, ignoring damage being sus¬ 
tained. 

Golvellius is killed by slashing at him, then 
allowing him to smother while still hitting him. 
The following code allows you to reach the 
end of the game. All that is needed is the 
location of Golvellius, which a fortune teller 
will divulge. 

ZL74 JQKH ZHM5 Y3W4 
BU8S LVZO AX8D 6ZN0 


Later on in the game, there are large empty 
walls. These should be knocked on regularly, 
because there are hidden doors which can be 
opened. 

To get the Guidance Bell, head for the cavern on 
the second round and knock on the invisible 
door which lies on the third step above some 
lava. The woman inside provides a scroll for 
Catherine. 

Go to Baraboro and enter the invisible door 
located next to an ordinary door on a platform 
above a doorway bearing a cross. The woman 
provides a Flute. 

Go to Pororo Islands and head right until a tower 
appears. Climb the tower and blow the Flute. 
Head right and enter the mansion. Collect the 
Star Charm from the old geezer. 

Next, head for the Undersea Kingdom of Cat¬ 
fish. Head left and enter a shop* Buy something, 
leave and then re-enter. The catfish should now 
have the Heroes Emblem. Knock on all the 
doors until someone offers the Ruby or the Bell: 
take the Bell to help negotiate the labyrinth. 

■ Paul Tootell, Bolton 
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ft Commodore 

computer show 


Britain's brightest event for Commodore 
computer users is back! And there's more to 
see than ever before. , ' 

This show has three main themes covering some 
of the major uses to which Commodore machines 
are put. There are over 70 key companies who will be 
exhibiting their latest products, which means that 
just about everything that's new in the Commodore 
world will be on show! 

Business 

Many companies will be demonstrating their latest 
software and hardware, specially designed to release 
the full business potential of Commodore computers. 

As well as products for the C64 and Amiga series, 
you'll be able to try out applications for the price¬ 
beating Commodore PC compatible micros. 

And you'll also be able to attend seminars covering 
all aspects of using Commodore micros in your 
business. 

Leisure 

The C64 and Amiga computers are the most powerful 
8 and 16 bit micros for producing fast-action arcade 
quality games. The range of new software on show 


-Novotel Exhibition Complex, - 
Hammersmith, London W6 

Friday to Sunday 
June 2 to 4 

10am-6pm Friday & Saturday; 10am-4pm Sunday 


will demonstrate how these machines' power is con¬ 
tinually being stretched, producing faster and even 
more addictive games with superb graphics. 

If you're a keen game player, you'll find there's so 
much on offer at the show you're guaranteed a real 
treat! 

Education 

Commodore micros are now used as educational 
tools all over the country. With the development of 
BBC Basic on the Amiga, and the advent of Desktop 
Video (combining TV pictures with text and 
graphics), the range of educational applications is 
endless. 

At the show you'll see how the latest software 


packages are making real breakthroughs in the edu¬ 
cational sector, and be able to try them out for 
yourself. 

Special Events 

As well as special events and presentations, you'll 
also be able to meet some of your favourite celeb¬ 
rities, and maybe get a chance to talk with them 
about how they use micros in their work. 

So for a great day out, whether you want to see 
what the future holds for Commodore computers, to 
buy the latest software or to get advice on specific 
applications, the Commodore show is the place to 
go. And if you send in the coupon today, we'll knock 
£1 off the price of each ticket! 

• For the first time we are offering a family ticket 
for just £11 allowing entry for two adults and two 
children - saving up to £7 off the usual entry price! 


How To Get There 

By Underground: Hammersmith (Piccadilly, 
Metropolitan & District). 

By Bus: 266, 714, 716,290, 30, 72, 73, 74. 

Car parking facilities available at the Novotel. 



Advanced ticket order 


^Commodore 

computer show 


POST TO: Commodore Show Tickets, 
PO Box 2, Ellesmere Port, 

South Wirral, L65 3EA. 


Please supply: 

□ Adult tickets at £4 (save £T).£ 

□ Under 16s tickets at £2.50 (save £1) £ 

□ Family ticket at £11 (save£7).£ 


Total £_ 


□ Cheque payable to Database Exhibitions 

□ Please debit my Access/Visa card no: 

L-L-L L J L.J. I I I Li...1 I I t I I I I 

Expiry date: | / | 

Signed. 

Admission at door: Advance ticket orders 

£5 (adults), must be received by 

£3.50 (under 16s) Wednesday, May 24 


Name. 

Address 


.Postcode. 

PHONE ORDERS: Ring Show Hotline: 051-357 2961 
PRESTEL ORDERS: KEY *89, THEN 614568383 
MICROLINK/TELECOM GOLD ORDERS: 72:MAG001 

Please quote credit card number and full address 










































Atari ST screen shots 



logotrqN 


magine a game without violence, 
yet as chilling as abandoned 
places where people have died and 

never returned. 
^Imagine a 3D world, yet the only 
forces are those that come from 

the ground. 
Imagine the danger of a tormented 
soul, carried aloft by nothing 
greater than the wind. 


Archipelagos is a completely new 
sort of game. It offers 9,999 living 
landscapes, in 3D, with continuousj 
smooth movement and scanning. IjF 
is so extraordinary it defies 
classification. It is the experience 
of the metaphysical. 


Archipelagos is conceived and 
coded by Astral Software. 




iggpp 


Logotron Ltd, Dales Brkwery, GwydirJBtreet, Cambridge, CB1 
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TV SPORTS FOOTBALL 


OK, AMIGA OWNERS: INTO A HUDDLE FOR SOME ON-THE-SPOT COACHING 
FOR MIRRORSOFT'S GRIDIRON GAME: 


At the start of the start of the season, 
give the Left Half Back the Number One 
rank, and the following statistics: speed 
8, strength 4, hands 4, agility 8. This 
should guarantee a per-game rushing 
average of around 9 yards per run. 

Both receivers should have good 
hands, although the Right Wide Receiver 
has the opportunity to run more than 
the Left, so it's worth giving him a 
decent speed rating. 

The Quarterback should be ranked 
at least ninth on the roster, with a fast 
throw and decent scrambling abilities. 
Cornerbacks need to be fast and agile 
to cover the opposition's receivers well 
(speed and agility ratings of 6 are ade¬ 
quate). Don't bother giving the Outside 
Linebackers good ratings unless the 34 
formation is to be used often: they don't 
appear in the 6-1 formation, and there's 
only one in the 4-3. 

Offensive and defensive Linemen 
need only be strong with below average 
ratings for the other three factors. 

Give one of the Inside Linebackers 
high stats (high speed and strength: 7 
or 8), and the other below average 
ones. Control the higher-ranked LB dur¬ 
ing the game. 

★ DEFENSIVE TACTICS 

Against 1-Formation 

if the Wide Receiver switches pitch 
sides, the probability is that it's a pass. 
Nevertheless, the computer runs more 
from this formation than from the other 
two. The 6-1 formation is safe against 
a run through the centre, but position 
the Linebackers on either side of the 
defensive line. With 4-3 or 34, move 
the LBs close to the line. 

When choosing the play, take 'Run Out¬ 
side' but keep the controlled player 
close to the Wide Receiver. 

Against The Shotgun 

Nearly always a pass, so pull the LBs 
away from the line of scrimmage. How¬ 
ever, beware of a run to the right, 
especially when the opposition are 
close to the endzone. 'Pass Defence' is 
the selection to combat this play. 

Against Kicks 

Blocking field goals is impossible until 
they're so low they would miss anyway, 
so this feature is pointless (notice the 
computer never attempts this action). 


Against Pro-Set Formation 

Impossible to tell what they're going to 
do on this one. When runing a 4-3 or 34, 
select a 'Blitz' and hope that they are 
passing. If in 6-1 formation, select ‘Pass 
Defence’ but stay ready for a rush. 

Against Punts 

NEVER run straight at the punter after 
the snap. It's practically impossible to 
block the punt and if it's a fake punt, 
the team can get stranded in the 
attacker's half, and the computer-con¬ 
trolled defenders will probably fail to 
stop a pass. 

Use the 4-3 in normal and most situa¬ 
tions, the 34 when more than 15 yards 
are needed or when the opposition are 
desperate, never use the 34 inside 
your own 20 yard line as the extra men 
are wasted in the small space needed 
to be covered. Only use 6-1 in extreme 
short yardage situations. 

On the second play-calling screen 
look across to see the offences choice 
(you can easily tell a Shotgun and run 
outside for either run). Blitz and Run 
Inside are are risky and pointless. 
When selecting Pass Defence, select 
one Inside Linebacker and motion to 
the right end of the line. After the snap 
you can quickly reach the QB and sack 
him. If he does hand off, the runner 
runs into you and you can get him easi¬ 
ly. On the Run Defence, select either 
Linebacker and stand directly opposite 
the QB facing the defensive line. If the 
play is a run inside, turn right or left 
and a diving tackle stops any gain. 

The outside run can also be 
stopped quickly by the other three 
Linebackers and yourself. When the QB 
prepares to pass, you follow the Wide 
Receiver, until he is off-screen (the 
computer rarely passes off-screen and 
more players further back can cover 
him) and then move down to cover any 
Running Backs who have run out to 
receive. Before this time however, your 
other LBs will have sacked the QB. 

The computer often throws to a 
Wide Receiver on the 4th down. Moving 
the Outside Linebacker back five yards 
seem to discourage this. 

Blitz with Outside Linebackers on 
a computer Passing Play as this panics 
the QB into making a poor pass. 

Occasionally, the computer QB 
tries a short pass to the Halfback. To 


cover this, mark and follow a receiver 
with an Inside Linebacker. Once the 
computer realises what is happening, he 
may run up the sideline. If he does, tack¬ 
le him using the Inside Linebacker. If he 
attempts the pass, the same Linebacker 
should be able to cover the pass. 

★ OFFENSIVE TACTICS 
Throwing 

Use Shotgun and the bottom right pat¬ 
tern for any distance of throw. Against 
a Blitz, three receivers are immediately 
open to catch the pass, while against a 
Pass Defence the Left Half Back run¬ 
ning up behind the Left Wide Receiver 
is left free to catch the pass after the 
LWR has drawn all the cover away. 

Running 

Use 1-Formation and the top left pattern 
when running. Here, the Left Half Back 
gets the ball and can go left as 
planned, cut back up the middle as two 
or three gaps open up, or cut across 
up the right. When Blitzed, dodge up 
the middle. When an Inside Run 
defence is used, go up the outside, 
and vice versa. 

Short Yardage 

Use Pro-Set and the top left pattern, 
where the Quarterback hands off to the 
Left Half Back who goes through the 
gap in the middle to pick up the yards. 
If the gap is covered or blocked, then 
go around either side. 

Long Yardage 

Use the throwing offence outlined 
above and then wait for the receivers 
to go upfield off screen. The very fast 
Left Wide Receiver and Left Half Back 
can get free ahead of the defensive 
backs and a perfectly-timed throw 
leaves the opposition coach cursing! 

During the first half, passing on short 
yardage situations running with Quar¬ 
terback on 3rd and 10 works well. 
After the first half, anything can hap¬ 
pen. On punts, aim slightly to one side 
to give the opposition returner a hard 
time. Never pass from the Pro-Set or I 
Formation, only the Shotgun: this 
manoeuvre gives about two seconds' 
extra time to pass. Always press fire 
when tackled to avoid a fumble. 

■ Simon Liu, Surrey & Janaka Alwis, 
High Wycombe 


If there are any butch 
hard-men (or women) 
who can't rescue the 
Colonel and get back to 
the good ol' US in one 
piece on the ST, they 
should play the game 
and get 5,000 or more 
to get on the high score 
table, then type in 
RENEGADE and press 
return. Now, when the 
film artwork is up on 
screen, press 1, 2 or 3 
to starfcon a chosen 
level. 
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Concerning the Ways of Ores, Feats 
of Arms and the Schemes of Sauron 
in the realms of 8-bit Middle Earth. 







T he Dark Lord, Sauron, 
wields great power in 
Middle Earth and holds 
under his sway many regiments 
of foul and bloodthirsty Ores, yet 
even Sauron is not unassailable, 
as those who have read the 
account of the War of the Ring in 
Professor Tolkien's book will well 
know. Those who so choose can 
make the same decisions as were 
made in the book and recreate 
faithfully the footsteps of Frodo 
Baggins and the Fellowship of 
the Ring, but you will find that 
success is by no means certain 
and that this path, like any other, 
is fraught with danger. Sauron’s 
plan of war is flexible and 
changes subtly each time you 
play the game. Likewise, to suc¬ 
ceed, your plan of war must be 
flexible too. 

IN THE THICK OF 
BATTLE 

In battle, your men will fight 
where they stand, without further 
instructions from you, but this is 
not the best way to kill ores or to 
safeguard your warriors. Even in 
a hopeless situation, your battle 
tactics will determine just how 
many ores are slain in the 
attempt. 

As in most battles, the great¬ 
est advantage lies in concentrat¬ 
ing your forces. Where one ore is 
fighting one man, neither has any 
special advantage apart from 
their own innate strength and 
skill. When one ore is fighting 
two men, the chances of the ore 
killing a man remain the same but 
the chances of the men killing the 
ore increase substantially. For 
example, if each of the men had a 
10% chance of killing the ore 
individually, fighting together 
they would have a 19% chance of 
killing the ore and if there were 
three of them, it would become a 
27% chance. Likewise, two or 
three ores fighting just one man 
gain a considerable advantage. 

In battle, then, the main prior¬ 
ity is to engage each ore from as 
many sides as possible and to do 
this you must try to bring as 
many of your troops as you can 
into the front line. Even this task 
requires some thought. During 
the early stages of a battle, the 
ores will be moving fast across 
undefended areas to get at your 
men and there is hardly any front 
line to speak of. If you mobilize 
men too close to the ores, you’ll 
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find it a waste of time because 
the ores wiff probably attack 
them anyway. If you mobilize men 
too far away from the ores, it will 
take them a while to journey 
across the battlefield, and mean¬ 
while the ores may have moved 
on or may even have been killed! 
The best policy is to mobilize 
nearby men that are not likely to 
be attacked immediately by the 
roaming ores. 

The next problem is how to 
mobilize them: do you use direct 
control or indirect control? In the 
early stages of battle, while the 
ores are streaming across the 
battlefield, direct control is the 
best option. Although you have 
to steer the warrior to his desti¬ 
nation (which sometimes means 
making detours), you can alter 
his course according to the flow 
of battle: and don’t end up chas¬ 
ing ores with the cursor! In the 
later stages of battle, which are 
generally Jess fluid, you'll find 
groups of ores embroiled in 
hand-to-hand combat. Since 
these are relatively static, you'll 
be able to use indirect control 
quite effectively. 

In the longer battles, you’ll 
have time enough to manoeuvre 
your troops into battle forma¬ 
tions. Due to the ebb and flow of 
battle and the movements of the 
ores, your battle formations will 
be rough and ready rather than 
the precise drill formations of 
parade ground armies, but some 
formations can be extremely 
effective and against such deadly 
creatures as the Nazgul, fighting 
in formation is almost essential. 

The simplest formation is the 
straight line of troops. Single 
ores encountering your line will 
always find themselves outnum¬ 
bered two to one. However, as 
soon as a horde of ores throws 
itself against your line, that slim 
advantage is lost. Worse still, the 
ores are forced into a line too and 
cannot easily be outflanked. A 
much more effective tactic is to 
form a V-shaped funnel into 
which the attacking ores are 
channelled. The deeper into the 
funnel they march, the easier it 
gets for you to close the ends of 
the funnel and surround them. 
Using this tactic against a lone 
Nazgul, it's possible to have four 
warriors fighting against him 
simultaneously. 

To use formations effectively 
takes some practice. Not only will 


you need dexterity with the joy¬ 
stick, but you will also need 
some quick thinking if you are to 
respond in time to the rapid flow 
of battle, constantly adjusting 
your formation as sections of 
your lines get knocked out. But, if 
you want to slay as many ores as 
possible, formation fighting is the 
way to do it, 

THE SCHEMES OF 
SAURON 

As your armies and heroes 
march through Middle Earth, they 
will doubtless encounter roving 
bands of ores and be forced to 
battle for their lives. Although the 
movements of the Enemy’s 
armies always remain hidden, 
they are not random: there is a 
pattern to the schemes of Sauron 
and even a passing knowledge of 
this pattern is of great value. 

Sauron, in his evil wisdom, 
has divided his armies into two 


groups: the assault armies and 
the hunting armies. The hunting 
armies roam Middle Earth track¬ 
ing down particular individuals. 
The Dark Lord, for instance, has 
assigned to three Nazgul the task 
of hunting down Gandalf. The 
assault armies follow Sauron's 
complex campaign plan which 
assigns them each a series of 
objectives to take before the final 
assault on Minas Tirith itself. 

Even Saruman and the ores 
he controls have a part to play in 
the Dark Lord's plans, but Saru- 
man's assault armies follow a 
separate campaign plan with 
more limited objectives, the 
bounds of their movements lying 
largely within Rohan and Gondor. 


The campaign plan of Sauron 
is intricate in its detail and space 
only permits the broad outlines 
of his plan to be given here. The 
Dark Lord has marked out over 
sixty different objectives for his 
armies to take and secure. To 
allow his commanders some flex¬ 
ibility in the field, each objective 
is followed by two other objec¬ 
tives, either of which the com¬ 
mander can choose to attack as 
he sees fit. Even the Dark Lord 
himself cannot say which particu¬ 
lar routes his armies will take 
when the choice arises and here 
lies the subtlety of his plan, for 
he knows that the Lady Galadriel 
has the power to look into his 
mind and know his thoughts. His 
plan is flexible enough to be 
unpredictable but by carefully 
laying out the spider's web of 
objectives, he can be sure that 
his strength is eventually brought 
to bear against whichever of the 


strongholds he desires most. 

The final destination in 
Sauron's web of objectives is 
Minas Tirith, but before reaching 
this goal his armies can range far 
and wide, from Dol Amroth in the 
south to Dale in the far north, 
from the fair glades of Lothlorien 
to the Grey Havens in the west. 
Where the web is thickest, the 
armies of Sauron are more likely 
to be found. There are three main 
areas that Sauron concentrates 
on: the villages of the Shire in the 
north, the triangle of Helm's 
Deep, Dol Amroth and Minas 
Tirith to the west of Mordor, and 
the towers and fortresses of Mor¬ 
dor itself. The broad sweep of 
Sauron's plan is shown on the 


map, though much of the detail 
has, of necessity, been left out. 

There are a number of useful 
hints given by this plan. Notice, 
for instance, the two way route 
through the Mines of Moria. The 
gate at each end of the Mines of 
Moria is a further objective from 
the other gate. Often, this means 
that a band of ores will march 
through the Mines of Moria to the 
far gate and then, as soon as 
they reach that objective, select 
one of the two further objectives 
which just happen to be the gate 
they have come from. So, a band 
of ores may spend some time 
just marching back and forth 
through the Mines. In this way, 
the Dark Lord keeps the passage 
through the mountains well 
patrolled. 

Notice also the road through 
Mirkwood. This is a route for ore 
armies, but only for armies pass¬ 
ing northwards. Armies found on 
this road make their way eventu¬ 
ally either to Lothlorien or to 
Rivendell and thence to the Shire, 
since Sauron has specified no 
return routes but these. 

It is also vital to understand 
the way the Dark Lord's twisted 
mind works. Any defeat he suf¬ 
fers blinds him with anger and 
goads him to seek revenge, dis¬ 
tracting him from his master 
plan. For each army of his that is 
destroyed, Sauron will send a 
fresh army to hunt down the vic¬ 
tor. Only when vengeance is ful¬ 
filled will that army then turn 
back to Mordor and begin to fol¬ 
low Sauron’s campaign plan. The 
more successful one of your 
armies is, the more it will be 
hounded by Sauron. One tactic, 
knowing this tendency of 
Sauron's, is to draw off Sauron's 
strength by marching a success¬ 
ful army into the wilderness, with 
a trail of avenging bands of ores 
doggedly following it. 


NEXT MONTH 



In which Tales of Past Times 
are told, and the Fate of the 
Ringbearer is made known... 



>DLE 





Sleeping Gods Lie -aM 
and combat with theWi 

An epic 3-D game fougt 
megabytes of high resb 
sound, created over twt 
Digital team^ • f ' ;■ j| 

AVAILABLE OVER 3 DISKS FOR AMIGA* ST AND IBM PC 

Laindon North Trade Centre, Basildon, Essex SSI5 6DJ. Telephone: 0268 5< 


dicapes and drWmg[on ^ ^ 
<cs. A unique world of sight and 
by the award winning Oxford 


ix: 0268 54111 
AMIGA 2 DISI 


Empire Software, 4 The Stannets, 
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e PC Engine is not an expensive 
onsole, it's a cheap arcade 
machine” 

The Games Machine 

Forget Nintendo and Sega, they 
are not even a spit in the ocean 
' \ terms of power and gameplay. 
Even the Amiga would be very hard 
‘ied when you come up against 
HE MOST POWERFUL 
CONSOLE IN THE WORLD” 
Computer and 
Video Games 

“No flicker, detailed and smooth. 
Oh gorgeous!!!” 

Computer and 
Video Games 

“Games on the PC Engine are, quite 
simply, the best you've ever seen. 
It's the most impressive piece of 
video game hardware I've ever 
seen” 

Geoff Minter, 
The Nature of the Beast 

"The PC Engine is no fantasy” 

Computer and 
Video Games 


IN AN IDEAL 
WORLD THE GAMES 
CONSOLE WOULD 
OFFER YOU 

• Unsurpassed software 
excellence 

• Arcade-perfect graphics 

• Multi-channel stereophonic 
sound. 


Instant game load and 
access (no waiting for disks 
or tapes) 

Multi-player interaction 
The fastest running speed 
of any games machine in 
existence. 


• State-of-the-art micro circuitry 

• The most compact design in the world. 

• Unparalleled expandability — designed with the future in mind 

WELCOME TO THE IDEAL WORLD! 


Please send me the following: 

SCART PC ENGINE — for use with monitors 
equipped with Scart/Euro connectors at £199.95 
PAL PC ENGINE — For use with standard British 
TV sets at £224.95 

SCART PC ENGINE with PHILIPS CM8833 
COLOUR MONITOR at £399.95 
Add £4.95 towards p & p SUB TOTAL 

Please supply the following games 
at £29.95 each 


Name < 
Address 


I enclose a cheque/PO for 
Expiry Date •••••• 

Visa/Access Card No. • • 
Signature ••••••• 


or tick box for weekly payment details CD 


HARDWARE - Look out for the latest computer SOFTWARE - All titles £29.95. R-Type 1, Space 

innovations available on the PC Engine such as a portable Harrier, Chan + Chan, Victory Road, Fantasy Zone, 

colour LCD screen. How about a CD Rom player capable 
of orchestral sound tracks and true voiceovers with 
previously unheard of storage capabilities. Imagine if it 
could double as a top of the range hi-fi compact disk 
player with amazing software drives facilities. 

DEPT. ACE2 The Moor Hall, Ludlow,Shropshire, SY8 3EG Welcome 
■_TEL:0584 75604,FAX=0584 75387 


The Legendary Axe, Vigilante, Galaga 88”, R-Type 2, 
Wonderboy. These titles represent a small selection of 
the PC Engines extensive software library. Send SAE 
for more details. 


Trade 

Enquiries 


HOmedia 





































ROBOCOP 

Oh dear! The last C64 Robocop listing didn't seem to work too well past 
the first level. As compensation, here's a fully working listing which allows 
the tin copper to go rampaging all the way through to Level Seven (which 
may be corrupted - you have been warned). 

Type it in, RUN it and load Robocop from tape. 

10 FOR X=348 TO 439: READY: C=C+Y: POKE X,Y: NEXT 
20 IF 0=11644 THEN SYS 348 
30 PRINT "ERROR IN DATA’ 

40 DATA 169, 128, 133, 157, 32, 86, 245,169, 32, 141, 84, 3 
50 DATA 169,118, 141, 85, 3, 169, 1, 141, 86, 3, 96, 72 
60 DATA 77, 80, 72, 169, 96, 141, 147,172, 141,104, 173, 169 
70 DATA 142, 141, 243, 246, 169,1,141, 244, 246, 104, 173, 32 
80 DATA 208, 96, 169, 62,141, 39, 142,169, 185, 141, 40,142 
90 DATA 169, 96, 141,110, 176,141, 36,177, 169,173,141,169 
100 DATA 185, 169, 1, 141, 170, 185, 76, 0, 128,169, 96, 141 
110 DATA 221, 167, 141, 164,168, 76, 0, 128 

■ The Master Hacker 

INCREDIBLE 

SHRINKING 

SPHERE 

40 POKE X,Y: X=X+1: GOTO 30 
50 DATA 169,128,133,157, 32, 

86, 245,169, 33,141,242,2 
60 DATA 169, 2, 141,243, 2, 96, 

72, 77, 80,169, 46,141 
70 DATA 20, 5,169, 2,141,21,5, 
76, 0, 4 

80 DATA 169,173,141,102,153 
90 DATA 169,165,141,138,160 
100 DATA 169,165,141,145,154, 
141,0,160,169,1,133,81 
110 DATA 76, 9,128, 256 

■ The Master Hafcker 


No doubt there are loads of Spectrum owners 
gnashing their teeth at this amazingly difficult 
shoot-em-up. Try pausing the game (that's the 
BREAK key, not SHIFT as it says in the instruc¬ 
tions!) and pressing the T, I, N and Y keys all 
together. Easy now, innit? 

■ Steve Haw, Smethwick 




For all the less scrupulous Amiga owners who haven't got time to prac¬ 
tice their art, here's a listing which enables individual players' attributes 
to be altered at will. 

Type in the listing and save it to REEL 2 (at this point, we would like to 
remind you that ACE does not accept liability for any damage to original 
game disks caused by using this cheat - upon your own heads be it!) 
Simply RUN the program to allow the attributes on disk to be altered. 
NOTE: To change Anaheim, the first letter of the QB's name must be 
substituted for a" mark (don't ask - just do it!) 

CLEAR „1024:CLEAR ,90000& 

DIM NN$(18) ,AT(18,4) 

STAR:0PEN "DF0:STAT/TDAT K FOR INPUT AS 1 
A$=INPUT$(LDF(1),1):CL0SE 1 

PT1:CLS:INPUT "WHAT IS THE NAME OF YOUR TEAM'S QUARTERBACK?";NAM$ 
PRINT “PLEASE WAIT...":F0R 1=1 TO LEN(A$) 

IF ASC(MID$(A$,1,1))<>ASC(MID$(NAM$, 1,1)) THEN GOTO PT1A 
FLAG=0:FOR J=1 TO LEN(NAM$) 

IF ASC(MID$(A$,I+J-1,1 ))=ASC(MID$(NAM$,J, 1)) THEN FLAG=FLAG+1 
NEXT J:IF F^AGoLEN(NAM$) THEN GOTO PT1A ELSE GOTO PT2 
PTlA:NEXfl:PRINT "QUARTERBACK NOT FOUND - PLEASE TRY AGAIN." 

WHILE INKEY$='"':WEND:G0T0 PT1 

PT2:F0R J=1 TO 18:SST=I+(J-1)*25:NN$(J)=MID$(A$,SST,17):NEXT J 
FOR J=1 TO 4:F0R K=1 TO 18:SST=l+450+(J-l)*18+(K-l) 
AT(K,J)=ASC(MID$(A$,SST,1)):NEXT K:NEXT J 
PT3:CLS:L0CATE 1,13:PRINT "NAME":LOCATE 1,37:PRINT "SPEED" 

LOCATE 1,47:PRINT "STRENGTH": LOCATE 1,57:PRINT "HANDS" 

LOCATE 1,67:PRINT "ABILITY" 

FOR J=1 TO 16:L0CATE J+2,1:PRINT JiOCATE J+2,5:PRINT''- ";NN$(J) 

LOCATE J+2,40:PRINT AT(J,1): LOCATE J+2,50:PRINT AT(J,2) 

LOCATE J+2,60:PRINT AT(J,3):L0CATE J+2,70:PRINT AT(J,4):PRINT:NEXT J 
INPUT "(C)hange, (S)ave or (Q)uit “;Q$ 

IF Q$o"C" AND Q$<>"S" AND Q$o"Q" THEN GOTO PT3 
IF Q$="$" THEN GOTO PT4 
IF Q$="Q" THEN GOTO PT1 

INPUT "What is the number of the player to be changed? ";NNU 

INPUT "Which attribute do you want to change? (speed=l, strength=2, etc.) ";AAT 

INPUT "What do you want to change it to? (1-8) “;NUA 

AT(NNU,AAT)=NUA:GOTO PT3 

PT4:B$=B$+MID$(A$,2,1+450-1-1) 

FOR J=1 TO 4:F0R K=1 TO 18:B$=B$+CHR$(AT(K,J)):NEXT K:NEXT J 
B$=B$+RIGHT$(A$,LEN(A$H450+l+72-l)) 

OPEN "DFO:STAT/TDAT“ FOR OUTPUT AS 1:WRITE #1,B$:CL0SE 1:G0T0 STAR 
■ Charly Allen, Suffolk 


As if those wonderful ISS maps we 
printed in Issue 19 weren't enough, 
C64 owners can now play the game 
with infinite everythings, if they like. 

Lines 80-100 are optional: 80 
gives infinite lives, 90 infinite ammu¬ 
nition, and 100 an immediate, infi¬ 
nite shield. Type in all the other 
lines, RUN the listing and load ISS 
from tape. 

10 X=524 

20 READY: IF Y<>256 THEN 50 
30 SYS 524 


Because of this month's mega-feature on War In Middle Earth, there's no £150 prize winner (well, Mike singleton doesn't need the 
dosh). Instead, there are now six £20 vouchers up for grabs. And in reverse order the lucky recipients are: Charley Allen, Suffolk: 
Daniel Russel, Wroot; Simon Liu, Surrey; Janaka Alwis, High Wycombe; Andrew Shorrock, Mellor; and Richard Davis of Woodside 
Park, London. Thanks very much and well done to all of you. 

And many thanks, too, to everyone else who sent in tips. Keep them coming: you know it makes sense! 
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OFFICIAL 


_ m urriv_if\L m 

Advanced 

DungeonsKpiagons 


COMPUTER PRODUCT 


AVAILABLE ON 


CBM 64/128 DISK 
& IBM 


HILLSFAR, a city in the 
magical FORGOTTEN 
REALMS ™ game world, rich 
with quests and challenges. 

Every visit to Hillsfar is a 
different exhilarating experience. 
Explore the city, meet its colourful 
denizens on the streets or in pubs 
and discover a quest (there are 
many possible ones). 

Transfer your favourite character 
from the POOL OF RADIANCE or 
CURSE OF THE AZURE BONDS 
AD&D ® FORGOTTEN REALMS ™ 
computer role-playing games, or 
create one from scratch. Your quest 
and the options available to you 
in each game will change to suit 
your character's speciality (thief, 
mage, cleric or fighter). 

Your quest will keep you 
constantly on the move. Fight in 
the arena against raging 
minotaurs, ill-tempered ores or 
other evil opponents. Enter 
different buildings and your maze¬ 
running and lock-picking skills 
will be required. Archery and 
equestrian events may also be 
part of your overall quest. 


j^utility program that enables Dungeon Masters 
to generate encounters for AD &D ® campaigns 
quickly and easily - over 1000 encounters and 
1300 monsters and characters from AD&D® 
Monster Manuals I & II. 


in the mystical world of Krynn eight birave 
companions face Draconian monsters, skeletal 
undead, magic and the ancient dragon Khisanth 
in seeking the precious Disks of Mishakal. 


FORSOTTEfJ REALMS 
/iCTIOfJ ADVENTURE 

^he city of Phlan has been overrun by monsters 
- you must discover the identity of the evil force 
controling them and destroy them. The gameplay 
is exhilarating and the graphics state-of-the-art: 
the idtimate breakthrough in fantasy role- 
playing computer games. 


& 


Dungeo 


AVAILABLE ON 


AVAILABLE ON 


Fool of Eadiahcf 


CBM 64/128 DISK 
& IBM. 


CBM 64/128 DISK 
& IBM 


AVAILABLE ON 


ATARI ST, AMIGA, IBM 
AMSTRAD TAPE & DISK. 
SPECTRUM TAPE & DISK 
COMING SOON 
CBM 64/128 TAPE & DISK. 




TSR, Inc. 

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS, DRAGONLANCE and the TSR logo are trademarks owned by TSR, Inc., Lake Geneva, WI, USA and used under license from Strategic Simulations, 
Inc., Mountain View, CA, USA. All rights reserved. © 1989 TSR, Inc. © 1989 Strategic Simulations, Inc. All rights reserved. 

U.S. GOLD LTD, UNITS 2/3,HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX.TEL: 021-356 3388 




















































































































The bargain basement section of this month's Screen Test 
has a distinct gambling flavour about it, with a package 
of gambling games, a one-armed bandit simulator and 
some pinballing action. The Titanic had a casino, too. 
Probably. 



LAS VEGAS 
CASINO 

ZEPPELIN • C64 • £2.99 

This one isn't quite as pointless as a fruit 
machine sim because card and dice games 
can be enjoyed for their own sake. This fea¬ 
tures four games: blackjack, baccarat, roulette 
and craps (stop giggling at the back, it's a dice 
game and you know it). 

Each game is played with the computer as 
the house. The simplest is blackjack (pontoon) 
but the other three take quite a lot of knowl¬ 
edge of the rules in order to bet intelligently. 



These are not very well explained, though, so 
players who don't know how to play baccarat 
or craps will have problems. 

The only aim is to make money so there's 
no motivation except the enjoyment of the 
games themselves. The graphics are very ordi¬ 
nary except for a nice end screen when all the 
money has been lost. 

■ ACE RATING 476 


TITANIC 

KIXX • Spectrum, Amstrad 
• £1.99 

The pride of the Blue Star line now lies in kit 
form, one mile below the surface of the Arctic 



ocean. Remote droids have pinpointed the 
great ship, but its secrets have remained a 
mystery: until now. 

A new pressure-resistant diving suit has 
been developed which allows some brave per¬ 
son to actually swim down to the wreck: and 
this is where the player comes in. Armed with a 
harpoon gun and a limited number of har¬ 
poons, a suitably-attired diver must be guided 
through a labyrinthine cave system which is 
inhabited by all manner of dangerous aquatic 
beasties. Any contact with fish, squid, 


anemones etc causes the diver to lose oxygen 
from his tank, which can be replenished by 
picking up extra tanks. However, meeting a 
shark at close quarters is instantly fatal; death 
sees the mission restart from the cave 
entrance. 

Having escaped the caves a password is 
provided to allow access to the second level, 
which begins inside the wreck of the Titanic. 
The diver's aim is to locate switches to open 
doors, find some explosives and blow a safe 
full of valuables, while avoiding a similar group 
of hostiles from the previous level. 

Control of the diver is a little haphazard, 
and the game is of the simple search 'n' 
destroy type. Once mapped out, it shouldn't 
take too long to finish, but having said this, 
Titanic does provide a reasonable challenge 
along the way. 

■ ACE RATING 587 


ADVANCED 

PINBALL 

SIMULATOR 

CODEMASTERS • C64 • £2.99 

As pinball games go - and there haven't been 
many on the C64 of late - Codemaster's entry 
to the genre is pretty good. The ever-important 


Of all the ridiculous things to do a simulation 
of, fruit machines are by far the dumbest. The 
WHOLE point of fruit machines is to win 
money: take the cash away, and they are 
almost entirely redundant. 

However, experience has shown that there 
are people prepared to shell out hard cash for 
them. On the Amstrad, this one is very colour¬ 
ful but the reels are awfully slow. It also does 



ball movement is realistic, and it plays in a simi¬ 
lar fashion to Time Scanner, in that specific 
features must be lit up to exit the screen. 

In this manner, a magic book appears and 
is opened by crossing letters in rollover lanes; 
a potion is made to bubble and a Wizard's cas¬ 
tle is slowly removed by hitting switches; and a s 
forest barring the exit is partially demolished 
on contact with the ball. Access to the next 
stage is finally achieved by clearing the screen 
and hitting the exit volcano. 

Unfortunately, there is only one screen to 
complete, which doesn't really offer much of an 
attraction to extended play. A Tilt' function is 
sadly lacking, and there are a couple of bugs 
which make the ball fall through flippers and 
barriers, or even go sailing out of the play area! 

Although the game's certainly enjoyable for 
the first few goes, the urge to play should dis¬ 
appear once the ‘table’ has been played 
through a couple of times. 

■ ACE RATING 595 


not have as many features as the Spectrum. 
The Spectrum looks much worse but at least it 
has fast reels and lots going on all the time. 

Basically this is computer entertainment 
for vegetables. Sit and watch the pretty reels 
spin round and jump for joy as they come to a 
halt on three lemons: or could it possibly just 
be one big lemon? 

■ ACE RATING 312 



SUPERNUDGE 2000 

MASTERTRONIC « Spectrum, Amstrad • £2.99 
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Dave O'Connor 
Tony Oliver 
Ben Freasier 


Made in Austral 


Specially designed for the latest range of personal 
computers, Fire Brigade offer these advanced features: 

Easy to learn and play Realistic staff support 

High resolution graphics Comprehensive reports 
Variable skill levels German or Soviet command 

Wide range of scenarios Computer or human opponent 

ACE rating 900+. ^ 

Available for Amiga, IBM & Macintosh. 


Perhaps the most decisive and mobile battle of World War 2 
is now yours to win. 

It's early Novemberl 943 and the war in Russia is at its 
height. With the capture of the strategic city of Kiev 
mminent, will you join the48th Panzer Korps - the Fire 
Brigade - and win yourself an Iron Cross or enlist in the 
Soviet 3rd Guards Tank Army and split the German Front? 
The choice is yours. 


For further information on Mindse.ape Products and your local dealer contact 

Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 486) 545/547 
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TV Arcade Action 



Qnrinn Morlnof The Se 9 a Mastersystem inclusive of Light 
wUI HIM IVInUllCww Phaser Available to you for only £89.95. 

^SUBJECT TO AVAILABILITY FROM PARTICIPATING STOCKISTS _ R8C0mmenti8tl Retail PNC6 £109.90 


The No.1 best selling console in the UK 


You and your buddy are ready for a little 
action tonight ’cause you just happen to be in 
the mood to tear up the town. You’ll demolish 
buildings, grab and chomp horrified 
spectators and other yummy morsels, and 
flatten puny helicopters and other antagonists 
who try to stop you! 

Addictive gameplay, marvellous graphics 
combined with originality and a great sense of 
humour! C+VG, March 1989 



‘R’TYPE 

They came from a Dimensional plane clear 
across the galaxy, wreaking havoc and chaos 
from star system to star system. With an evil 
that smothers all resistance with fear and 
terror, the horrid creatures of the Bydo Empire 
are now knocking on, Earth’s front door. 

Is by far the best blast available on the Sega, 
so it goes without saying that no shoot ’em up 
fan should be without it! C+VG, March 1989 



CYBORG HUNTER 

The year, 2242 you are Paladin, the toughest 
bounty hunter in the galaxy. Monstrous 
Cybags are threatening to take control of the 
Universe under the direction of their evil 
leader, Vipron. Your mission is to gain access 
to Vipron’s chambers and destroy him. Sound 
easy enough? It isn’t! 

Horizontally scrolling arcade adventure, 
action packed! C+VG, March 1989 



Y’s 

You are Aron Christian, a swordsman washed 
ashore by the might and fury of a hurricane. 
You were found half dead by a kind and 
humble fisherman and he restored you to 
health. The fishing village sat at the edge of 
the great plain. Rising in the distance was a 
small mountain range with an ominous tower 
at its peak. ‘That is the Tower of the Doomed; 
the fisherman told you as they made the sign 
of the evil eye. ‘It is the place where the 
troubles of our land began.’ As you watched 
the tower, you knew that your destiny waited 
there. 


Distributed by 

Virgin Mastertronic, 2-4 Vernon Yard, Portobello Road, London W11 2DX. 


The whole thing looks incredible - the best 
I Ve seen on the Sega. Y’s offers depth and 
playability and will keep you engrossed for 
weeks. It’s a must! C+VG, March 1989 
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BATTLEH AWKS 1942 

LUCASFILM/US GOLD £24.99dk • PC version reviewed Issue 17 • ACE rating 928 



Flying a Grumman F4F-4 20,000 ft 
above your aircraft carrier in the 
middle of the Pacific Ocean, you 
suddenly spot them: two Japanese 
torpedo planes, protected by two 
Zero fighters, closing rapidly in on 
the carrier. 

That's a typical mission in this 
action-packed combat flight sim, 
where the emphasis is heavily on 
the combat side of things. As a 
pilot with either the Americans or 
Japanese, you can fly three types 
of plane - fighter, dive-bomber and 
torpedo - and participate in some 
thirty-two missions, divided 
amongst four of the major battles 
of the Pacific war. 

Before attempting any of the 
missions (which range in difficulty 
from easy, through moderate and 
hard, to - impossible?) it's always a 
good idea to practise flying the var¬ 
ious planes first. Staying in the air 
is easy, but hitting a carrier deck 
with a bomb from 2,000 ft is not 
so easy. 

Once you start playing for real, 
and without using the options for 
unlimited fuel and ammunition and 
impenetrable armour (alter your 
plane in any way and your service 


record is not updated, so you don't 
stand any chance of winning 
medals) you may find the enemy 
planes a little tough, so you can 
alter the experience level of the 
enemy pilots, making them slower 
to react, and less accurate when 
firing back, to give yourself a fight¬ 
ing chance. 

There are a host of views - 
both from within the cockpit and 
from outside, if you select to 
record some of your missions 
using the on-board camera, and 
then watch the playback - and on 
the whole, if you enjoy flying around 
blasting enemy planes out of the 


sky, you'll find Battlehawks very 
satisfying. 

AMIGA VERSION 

Terrific fast and colourful graphics 
plus some impressive and atmo¬ 
spheric sound effects all combine 
to ensure you'll keep coming back 
to this again and again. 

■ ACE RATING 935 

ATARI ST VERSION 

Graphics are just as good, so is the 
gameplay. Highly recommended 
for flying, shooting, bombing and 
torpedoing fans. 

■ ACE RATING 930 


MICROPROSE £24.95 dk • PC version reviewed Issue 
13 • ACE rating 928 


This monster game kept RPGers 
countrywide waiting with bated 
breath for a long time, but once it 
arrived almost everyone agreed it 
was well worth the wait. 

You control a party of adven¬ 
turers roaming the countryside of 


the land of Britannia in search of 
...erm... adventure. The main 
quest in the game is to wander 
into the recently-discovered Under¬ 
world and find out what happened 
to the party of adventurers lead by 
Lord British (who has been abduct- 



ACTIVISION £24.99dk 
Atari ST version reviewed Issue 16 - 
ACE rating 687 



Undoubtedly the best of all the versions, 
but that still isn't saying much. Some nice 


sampled speech accompanies the action, 
which is fast and colourful. Sadly the game- 
play lets everything down again: lots of aim¬ 
less flying around that requires little skill. 

■ ACE RATING 696 

■ CRAZY CARS II 

TITUS £24.99dk 

ST version reviewed Issue 18 - ACE 
rating 755 



Apart from a subtler palette, police sirens 
and a beautifully smooth scrolling map, 
Amiga Crazy Cars II compares exactly to 
the ST release. Road and car movement 
is slightly less smooth than its predeces¬ 
sor, but this does little to impair the 
gameplay on offer. 

■ ACE RATING 755 

PRISON 

CHRYSALIS £19.99dk 
ST version reviewed Issue 20 - ACE 
rating 764 

Identical in look, feel and play to the Atari 
version, with the added advantage of only 
one game disk. Although sound is ade¬ 
quate, the Amiga isn't given the chance 
to show off its musical prowess, save for 
a pleasant loading tune. 

■ ACE RATING 704 

VICTORY ROAD 

IMAGINE £24.95dk 

Amstrad version reviewed Issue 18 - ACE 
rating 642 

Not an impressive offering on the Amiga: 
the graphics don't make the most of its 
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abilities and the gameplay is straightfor¬ 
ward, in Commando style. The additional 
weapons are good, but basically it's no 
better than it was in the 8-bit versions. 

■ ACE RATING 642 


ATARI ST 


ROAD BLASTERS 


US GOLD £19.99dk 
C64 version reviewed Issue 12- ACE 
rating 654 

The 8-bit versions never quite managed to 
emulate the feel of the coin-op, but on the 
ST a much better game has emerged. The 
feeling of movement on the road is convinc¬ 
ing and the control of the car is much easi¬ 
er, making driving a pleasurable experience. 

The early levels are quite easy, serving 
as a nice introduction. By Level 12 things 
have hotted up, and it becomes a real test 
of survival, so it's well paced to ease you 
into things and then provide a long-term 
challenge. 

The graphics are colourful and detailed: 
meaty explosions add to things nicely. The 
engine noises are suitably revved up too. 
The loading is the same painfully slow sys¬ 
tem as on Out Run but at least there are no 
delays during the action. A high quality con¬ 
version that will please fans of the coin-op, 
and many more besides. 


■ ACE RATING 775 


SPECTRUM 


CAPTAIN BLOOI 


EXXOS £9.95 cs El 4.95 dk 
ST version reviewed Issue 7 - ACE 
rating 887 

It's been a long while coming, but the Spec¬ 
trum interpretation of Infogrames' (now 
Exxos') Captain Blood has finally landed. 
Apart from the inevitable cosmetic differ¬ 
ences, the game remains the same: thank¬ 
fully, the arcade planet landing sequence is 
well represented and the adventure aspect 
remains intact. In fact, the only real draw¬ 
back of this (and other) 8-bit incarnations, is 
the lack of mouse control for which the 
game was primarily designed. 

■ ACE RATING 863 


ELIMINATOR 

HEWSON £9.99 cs, £14.99 dk 
ST version reviewed Issue 13- ACE 
rating 904 

Although the Spectrum copes quite well 
with the 3D nature of the game, the lack 
of colour often makes it difficult to differ¬ 
entiate between aliens, solid objects and 
collectibles. The coarser update also 
removes the pixel-precision which made 
the ST version so enthralling. 

■ ACE RATING 755 

PACLAND 

GRANDSLAM £8.95 cs £12.95 dk 

The Spectrum version of this unusual Pac 
variant follows the arcade game pretty 
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ed as well, so things in Britannia 
aren't as wonderful as they might 
be now the new government's in 
power). Like all good adventure 
RPGs, though, there are numerous 
sub-quests for you to take or 
leave, and plenty of fights with evil 
trolls and the like to get involved 
in. There are loads of people to 
interact with - some of whom you 
can recruit - and once you start to 
play you'll find life becomes less 
black-and-white and simple and far 
more grey and complicated. There 
are twists and turns to the game 
that keep you on your toes con¬ 
stantly and you can never trust 
anyone completely. 

The graphics are simple - an 
overhead view of a character rep¬ 
resenting your party - but the 
whole game world is surprisingly 
believable. The whole Ultima series 
is good, but V is the best yet. 
There's plenty to keep you playing 


for months and if you've never 
played an RPG before, you'd be 
doing yourself a favour by getting 
a copy of this: the game that could 
bring adventuring out of its ghetto. 


ST VERSION 

The graphics are spartan (even a 
PC can do better). The terrific 
gameplay grips and holds you. 

■ ACE RATING 935 


DOUBLE DRAGON 

MELBOURNE HOUSE £19.99dk 


The monster arcade hit sired con¬ 
versions to all formats, and the 
two recent 16-bit releases profit 
most from the operation. 

Faced with the standard kid¬ 
napped girlfriend scenario, two 
players are charged with fighting 
their way through five levels of 
ninja-types in order to reach the 
leader's HQ and rescue said girlie. 

A variety of warriors crawl out 
of the woodwork in order to inflict 
bodily damage upon the do-good- 
ing duo, but the brothers acquit 
themselves well by using a series 
of kicks, punches and overhead 
throws. Should an assailant drop a 



weapon, one of the Lees may pick 
it up and continue the battle more 
favourably equipped. 


ST VERSION 

Unbelievably easy, the ST version 
was completed at the first sitting 
in one player mode. Irrespective 
of any aesthetic factors, this 
makes Double Dragon a total 
waste of time and money. 

■ ACE RATING 275 

AMIGA VERSION 

Smooth scrolling and faster 
gameplay make this more com¬ 
fortable than the Atari. However, 
it's only made slightly harder by 
dint of hazards on the final level 
and should similarly be avoided. 

■ ACE RATING 298 


EMLYN H 



INT 


AUDIOGENIC £9.95cs, £14.95dk 


Crazy Horse is better known 
these days for game shows than 
football but, for a game, being 
associated with somebody who 
has boundless enthusiasm is no 
bad thing. 

What most football games 
fail to achieve is the balance 
between strategy and arcade 
action. Here there is not only 
plenty of on-field action to keep 
the player occupied, but impor¬ 
tant off-the-field decisions have 
to be taken too. This is mainly a 
matter of picking the team, 
which becomes most relevant 


when playing a long season, 
because players tire and affect 
the team's performance. 

The 3D side-view of the pitch 
is a familiar one for football 
games, as are the horizontal 
scrolling and the player selection 
method. The range of features 
during a game is impressive: 
sidestepping, barging, back- 
heels, heading, sliding tackles, 
free kicks, corners, throw-ins, 
penalties and the ability to con¬ 
trol kicking height and direction. 
The best part about this being 
that you can actually use all 


these easily, and are not forced 
to perform half-a-dozen joystick 
movements. 

There are also umpteen 
options for altering the game, 
such as having two players 
against the computer, an auto¬ 
matic goalie, cup or league com¬ 
petitions, substitutes, 10 skill 
levels and so on. 

All in all, this is an extremely 
thorough game that provides 
stiff competition to Microprose 
Soccer for the title of best foot¬ 
ball game around. 

• Bob Wade 






























































FUSION 

ELECTRONIC ARTS £24.95dk • Amiga version reviewed Issue 15 • ACE rating 607 


Gleefully claiming to be nothing 
more than a computer game (no 
pretentious scenario rubbish 
here) Fusion sets the player off 
on the task of visiting a series of 
landscapes, collecting keys to 
unlock sections of maze, and 
attempting to gather the separate 
sections of a large bomb. To facil¬ 
itate the negotiation of some 
mazes, the player's craft splits 
into a hovering mothership and a 
land-based crawler, which are 
used individually but in conjunc¬ 



tion with each other. 

Each level is littered with 
enemy gun emplacements, missile 
silos and hostile vehicles, which 
sustain a constant barrage of fire. 
However, both of the player's craft 
are fitted with blasters and all 
enemy craft and installations can 
be destroyed. 

Thankfully, Bullfrog have 
redesigned Fusion, tailoring it to 
the ST's capabilities rather than 
trying to emulate the game as it 
appeared on the Amiga. This has 


worked to the game's benefit, and 
so it is now more playable than its 
Commodore counterpart: but cer¬ 
tainly no easier. 

ST VERSION 

The alien levels now scroll vertical¬ 
ly only, but they retain the terrific 
parallax effect and are just as 
colourful as the Amiga's. Sound is 
limited to a cacophony of gun¬ 
shots and explosions, which 
grows tiresome after a while. 

■ ACE RATING 712 



SPECTRUM VERSION 

The graphics obviously are not so 
good, but despite being small they 
do the job nicely. Sound effects 
are in a similar vein to the C64. In 
gameplay they are very close: 
both versions are very easy to get 
to grips with. 

■ ACE RATING 887 

C64 VERSION 

The graphics are the blocky vari¬ 
ety expected of the C64 but they 
are functional. The sound effects 
are limited but all you need are a 
roaring crowd and a few ball and 
whistle effects. 

■ ACE RATING 887 



closely, lacking only in colour and some 
decent collision detection. The coin-op was 
not really that hot in the first instance, but 
Grandslam have produced a truthful and 
playable conversion, which might have 
more of an appeal to younger gamers. 

■ ACE RATING 690 



BILLIARDS 

SIMULATOR 

ERE INTERNATIONAL £19.95dk 
Amiga version reviewed Issue 19 - ACE 
rating 819 

Every bit as good as the Amiga version 
both graphically and in gameplay. The 
same wide range of options for changing 
gravity and the table specs too. It's not as 
interesting as 3D Pool, but it's a lot of fun. 

■ ACE RATING 819 

DALEY 

THOMPSONS 

OLYMPIC 

CHALLENGE 

OCEAN £19.95dk 

Amiga version reviewed Issue 15 - ACE 
rating 680 

Ocean's aged Daley licence was resurrect¬ 
ed with the appearance of DTOC late last 
year on all the major formats. Now, with 
the release of the PC version, the set is 
complete. The tedious ‘joystick waggling' 
gameplay is still in evidence, compounded 
by reliance upon an analogue joystick or 
keys. PC DTOC also suffers from pre¬ 
dictably poorer graphics and, more impor¬ 
tantly, a ridiculous game structure which is 
crippled by vast amounts of disk swapping. 

■ ACE RATING 474 

STAR GOOSE 

LOGOTRON £24.95dk CGA, £29.95dk 
EGA 

Atari ST version reviewed Issue 13 - 
ACE rating 517 

An excellent conversion with some superb 
graphics, lots of detail and smooth verti¬ 
cal scrolling too. The gameplay is virtually 
identical to the ST: probably under-rated in 
the original review. It still hasn't got 
enough variety, but it's a good example of 
what is possible on a PC, even if the EGA 
price is a little bit steep. 

■ ACE RATING 614 

TECHNOCOP 

GREMLIN £19.99dk 
Spectrum version reviewed Issue 16 - 
ACE rating 804 

Looks good but unfortunately is very 
slow, particularly in EGA. The keyboard 
response is sluggish, particularly notice¬ 
able when exploring the buildings. The 
gameplay remains intact despite the 
slowness, but it's not as enjoyable as 
previous versions. 

■ ACE RATING 703 
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GRAPHICS 


Over the last few months, references to ‘structured’ 
and ‘object-oriented’ drawing systems have begun 
to crop up with increasing frequency. By now, you 
may well be asking yourself “What objects - which 
orientals?” Many people have little or no idea what 
the concepts behind these words have to offer or 
how important they may become in the future. The 
arrival of PROFESSIONAL DRAW, the ultimate 
example of object-oriented drawing on the Amiga, 
gives Brian Larkman a chance to explain... 


P rofessional Draw has been designed as 
a partner to Professional Page, one of 
the main DTP programs for the Amiga, 
also from Gold Disk. The layout of the screen 
reflects this; menus, status bar and ruler 
across the top; ruler on the left; and tool 
palette on the right, using the chunky icons 
required by the Amiga's multiple resolutions. In 
the efficient way of most good WIMP 
programs, the frequently-used tools - freehand 
draw, text, polygon, ellipse, scale, rotate, 
distort, mirror, magnify, marquee, pointer, etc 
- are all icons on show; the modifying 
requesters are accessed by double clicks on 
the icons; and filing, printing, colour or line- 
weight changes, preferences and other less 
immediate tasks are all menu-driven. 

Since Pro Draw is an object-oriented draw¬ 
ing system employing both bitmap and struc¬ 
tured drawing techniques, it gives us a good 
opportunity to define our terms. The drawing 
method we all know and love from our familiar 
paint programs is bitmapped - the drawing 
area is a map or grid of thousands of pixels all 
the same size, each of which can be any one 
of the available colours. Every mark that is 
made changes the colour of a group of pixels 
and hence the map. If the image is saved to 
disk, or transformed in any way, ALL of the pix¬ 
els in the map must be stored or acted upon, 
even if only three pixels on an otherwise blank 
screen are changed. 

An object-oriented program, by contrast, 
ignores the background. It is only concerned 
with the changed parts of the screen, the 
objects. Each of these is stored separately in 
memory and can be affected independently on 
screen - moved, sized, overlaid or brought to 
the front - just like cut-out pieces of paper. 
Most games use similar bitmap sections, ani¬ 
mated to become sprites. 

In many DTP programs, the objects are 
either blocks of text or sections of bitmapped 
images. Unfortunately, when bitmapped images 
are printed they retain the resolution or dot 
size used to produce them. Even on the best 
computers, this ‘grain size’ is quite coarse. 
Similarly, if a bitmapped object is transformed, 
the original graininess is retained unless very 
sophisticated (and very slow) smoothing tech¬ 
niques are used. One look at the output from 
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any normal drawing program on almost any 
printer - dot matrix, ink-jet, laser or wax-trans¬ 
fer - is evidence that there must be a better 
way. Areas that have been scaled up or down 
lose detail and gain chunkiness, even when 
anti-aliasing or smoothing have been applied. 
Even simple transformations, like rotation or 
perspective distortion, result in a disproportion¬ 
ately great loss of clarity. 

What is required is a method that utilises 
the maximum resolution of the display or print¬ 
ing method available, independent of resolu¬ 
tion. With a structured system, one that uses 
vectors, these defects just do not happen. 

A vector is a line that is described in terms 
of its length AND its direction. In most vector- 
graphic drawing systems, this is achieved by 
defining both ends of the line as a set of coor¬ 
dinates, either x and y for a 2D system or x,y 
and z for 3D. The advantages of this approach 
are threefold. First of all, it is economical of 
memory: only the data referring to two pixels in 
a line have to be described or saved to disk, 
the others are created each time the line is 
drawn. Second, the data relating to a particular 
object can be easily transformed, ie offset, 
rotated, scaled, distorted. Third, nothing is 
committed to the screen permanently: any 
object or point can be selected independently 
and its attributes changed. 

To sum up: graphic images can be of two 
types: bitmapped or structured. Bitmapped 
images are easy to produce, but difficult to 
change without losing detail. Vector (struc¬ 
tured) images are difficult to produce, but easy 
to change, regardless of resolution. Object- 
oriented systems can use both types of image 
and can therefore always take advantage of 
the most appropriate method. 

TEXAS 

One of the main claims of Pro Draw's object- 
oriented system is its ability to trace over a 
bitmap image, so perhaps a trial illustration 
using this technique might show up the pro¬ 
gram's strengths and weaknesses. The picture 
chosen was of the four heads of Glasgow 
band, Texas. Each head was treated in a differ¬ 
ent way. Some of the problems encountered 
are described below. 

This was originally a high-resolution, inter¬ 
lace, 16-greytone digitised picture of the band 
Texas. Pro Draw reduced the tones to four and 
scaled it to fit the page. For this reason, it 
takes a long time to appear on screen initially, 
or to redraw. Head 1 has been left exactly as 
the original. Head 2 was traced using the free¬ 
hand tool with a four-point-width line. Head 3 


shows the range of greys available, layered 
one above another. Zooming in on the bitmap 
allows a very high degree of control of the line, 
but autotrace would have saved a lot of trou¬ 
ble. Editing was made more difficult by the 
problems of layering each of the tones correct¬ 
ly. Head 5 is not a member of the band, just 
Head 4 cloned and its colour and line thickness 
attributes changed. 

PROFESSIONAL CRAWL 

Diving straight in and loading a bitmap, the first 
thing you will notice is that it is incredibly slow 
arriving on screen. To be fair, this is a problem 
with all object-oriented systems - even on the 
Mac II, Freehand seems to take forever to 
redraw an image - nevertheless, Pro Draw is 
too slow. The manual agrees that bitmaps slow 
the action and describes a strategy to speed 
things up: mainly, to avoid scrolling. Like most 
good drawing systems, Pro Draw operates in a 
draft as well as WYSIWYG (what you see is 
what you get) mode. This also helps, because 
it suppresses redraw of the bit image. 

TOOLS 

Most of the editing tools are quite ordinary in 
operation, except for distort, which is rather 
unusual and interesting. Selecting the distort 
icon places a rectangular box around any 


selected objects. This box is itself a bezier 
object. Dragging any one of its points curves 
the edges connected to that point. The manual 
evokes the effect of this action perfectly: 

“Think of the rectangle as a rubber sheet on 
which the object is printed. As a side or corner 
of the sheet is pulled, the shape of the object 
is distorted.” 

TEXT 

Pro Draw is not intended to be primarily a text 
handling system: Professional Page is for that. 
Nevertheless, it has two fonts available that are 
structured and therefore easy to manipulate. 
The fonts provided - with and without serifs - 
both look good on screen, but they suffer from 
one fundamental flaw. The apparent holes with¬ 
in letters such as a, b, d, or e are not transpar¬ 
ent: they are, in fact, objects drawn in the 
background (paper) colour and layered above 
the main letter. This limitation is especially 
annoying if the text sits above a fairly detailed 
object, as is the case in the Texas’ illustration. 

TRIAL BY SEPARATION 

Although colour has always been difficult, 
expensive or just impossible to output from a 
drawing program (as opposed to a painting 
program) the current generation of packages 
provides full-colour facilities so that high-quality 



Professional Draw in Draft mode, which 
allows quicker re-draw of the image 
when changes are made. 


The same illustration in WYSIWYG 
mode, but without Interlace. Note the 
considerably lower quality than... 


...in full Interlace mode, which produ¬ 
ces much cleaner lines without step¬ 
ping, although the flicker can annoy. 
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images that are destined to be professionally 
printed can be colour separated. The cyan, 
magenta, yellow and black components of 
each shade are printed out separately. Profes¬ 
sional Draw can produce these separations, 
but problems are created by the limited - and 
limiting - range of colours available for on¬ 
screen display. 

Using the Amiga’s highest resolution to 
give the most accurate representation on¬ 
screen means that only 16 colours from 4000 
can be used at once. Nine of these - black 
through seven greys to white - are set and 
unchangeable, leaving just seven for the user. 
This is not quite as limiting as it seems, 
because for colour separation and colour print¬ 
ing each object can be assigned almost any 
one of the Amiga's 4000 colours, regardless 
of what colour appears on screen. Neverthe¬ 
less, using just seven colours to represent all 
the tones required can present a real hindrance 
to efficient drawing, if a range of realistic 
matching tones are required. The problem is 
not helped by the manual which provides only 
very terse instructions and only one limited 
tutorial example. 

Head 4 in Texas' was an attempt at intro¬ 
ducing flesh tones. It failed because too many 
screen colours had been introduced. The pro¬ 
gram seems to offer no method of removing 
colours from the palette, though once there 
they can be changed (not the names though - 
hence a white face labelled as pink). 

LAYERING 

Fundamental to the object-oriented system of 
drawing is the idea of layering. Each object is 
in effect a 2D slice of image, and like paper 
cutouts, the slices can sit on top of each other. 
The ability to move these slices up and down 
through the pile can make this drawing method 
very easy because it eliminates any worries 
about which part of the image is in front of 
other parts. New objects can be pushed back 
as far as necessary. Pro Draw provides the 
ability to change the stack by pushing or 
pulling any object to the back or front. At times 
this can be a little confusing and lots of shuf¬ 
fling is needed. A numbering system for layers, 
or more simply the ability to push and pull by 
just one layer would be perfect. 

CONCLUSIONS 

The arrival of Professional Draw is an impor¬ 
tant development, for the Amiga and for other 
semi-professional micros like the Atari ST and 
Acorn Archimedes, because it points the way 
forward in the future. Similar software has been 
available for more expensive systems - espe¬ 
cially the Macintosh - for some time, but the 
Amiga obviously has a high enough profile now 
for developers to provide this level of support. 
It is only a matter of time before the ST is simi¬ 
larly provided for. 

Professional Draw still has a long way to 
go before it can rival or even approach Mac 
products like Freehand 2, Illustrator 88 or 
Superpaint , but then so has Professional Page. 
Nevertheless, it has some worthwhile and 
unique attributes, especially the distort tool. If 
colour were easier to use and included pat¬ 
terned and shaded fills, if layering were more 
controllable, if text voids were transparent, and 
if it could autotrace around bitmaps, it would 
most likely be a winner. 

That’s an awful lot of ’ifs 1 , though. ■ 


GRAPHIC ACCOUNTS 


A sharp slap on the wrist 
from our illustrious editor - 
or the telephone equivalent 
- reminds me that Graphic 
Accounts has been 
neglected of late, so here’s 
a round-up of graphics 
products that have hit our 
desk running. 

■ Deluxe Paint III 
(Electronic Arts, Langley 
Business Centre, 11-49 Sta¬ 
tion Road, Langley Nr. 
Slough, Berks SL3 8YN tel 
0753 49442) is in fact one 
of the most recent new 
products, but it is so good 
that it has to go straight to 
top of the heap. Would you 
believe, to quote, “...paint 



and animation in one 
incredible tool.” For once, 
the hype is mostly true. 

The latest version of the 
best-selling paint program 
for the Amiga is greatly 
improved and includes 
what must be the easiest to 
use animation tools yet. 
Almost any 
transformation of a 2D 
brush can be animated, 
including moving in the z 
dimension. Best of all, an 
animated object can be 
picked up exactly like a 
normal brush and then 
painted anywhere on 
screen. A full review is 
under way: DPIII is multi¬ 
tasking even as I write. 

■ Aegis (HB Marketing, 22 
The Green, West Drayton, 
Middlesex, UB7 7PQ tel 
0895 444433) have been 
working away hard for the 
Amiga too over the last six 
months, developing anima¬ 
tion and presentation soft¬ 
ware that extends the 
Videoscape range. 
VideoScape 3D Version 2 
has been around for quite a 
few months but only 


recently has there been 
time to have a good look. A 
great improvement on the 
original, it now supports 
PAL, HAM mode, smooth 
rounding, chrome sur¬ 
faces, extra colours in the 
regular mode, extra half- 
brite support, hierarchical 
motion and easier opera¬ 
tion with new menu 
options. It is still not easy 
to use though, especially 
when modelling objects, 
so Aegis have thoughtfully 
provided the following: 

■ Modeler 3D (HB Market¬ 
ing) is a 3D object mod¬ 
elling and generation sys¬ 
tem that is designed to 
support VideoScape 3D 
though it produces objects 
that can be used with most 
other rendering systems 
on the Amiga. Almost 
every imaginable conven¬ 
tional modelling tool has 
been provided, plus the 
ability to create camera 
and object motion files. 

■ Lights! Camera! Action! 
(HB Marketing) is the easy- 
to-use Aegis bid not to be 
left out of the Desktop Pre¬ 
sentation arena and it com¬ 
bines a number of features 
that put it on a par with the 
rest of the competition. It 
allows IFF pictures, anim’ 
animations, and Sonix’ 
instruments and music to 
be combined to produce 
polished desktop video 
presentations. It includes 
over 40 special effects 
such as wipes, fades, dis¬ 
solves etc and is designed 
to work with the SuperGen 
genlock for smooth 
dissolve effects. 

■ MoviesetterUom Gold 
Disk (HB Marketing) is in 
some ways similar to 
Lights! Camera! Action! 
(LCA) but it is designed, as 
its title suggests, to let you 
see what you animate as 
you produce the animation. 
Using an on-screen story¬ 
board, Mo viesetter makes 

it easy to move through the 
animation, editing sections 
and playing them back to 
see the results 
immediately. Included with 
the program is a supply of 
“movie clip-art’ and stereo 
sound samples that let you 
start directing straight 
away. A full review will 
follow soon! 


■ The Cyber Series for the 
ST from Antic and Electric 
Distribution (Meadow Lane. 
St. Ives, Cambs PEI 7 4LG) 
has also been growing at 
an alarming rate. So much 
so that we will have to be 
doing a feature on the 
whole range in the near 
future. Just to be getting 
on with are Cyber Sculpt 
and Cyber Texture, both 
designed to work with 
Cyber Studio (reviewed 
ACE 4). Sculpt allows 
objects to be treated as if 
they were malleable, like 
lumps of clay, 

‘“...pushed, pulled, and 
pummelled into endless 
shapes.” It seems to be 
very easy to use, the only 
limitation being the number 
of colours that a standard 
ST can display. Texture 
transforms Degas, Hyper¬ 
paint or Neochrome pic¬ 
tures, or CyberPaint anima¬ 
tions into Cyber Studio 
CAD3D objects. Any paint¬ 
ing or animation can thus 
be wrapped around any 
extruded, spun, or sculpted 
object. Texture mapping 
has arrived on the ST in a 
big way!. 

■ Render Bender for the 
Archimedes from Clares 
(Clares Micro Supplies, 98 
Middlewich Road, Rud- 
heath, Northwich, Cheshire 
CW9 7DA) enables the user 
to construct scenes using 
3D objects and ray tracing. 
These can then be com¬ 
piled to produce smooth 
animated sequences. A 
final release copy has not 
been seen yet, so how well 
it works is still to be dis¬ 
covered, but with the 
speed of the Archie and 
256 colours, ray tracing 
should be fast. 

■ Readers’ pictures are 
another feature that has 
been neglected for many 
months, but don’t despair 
artists: you are not forgot¬ 
ten. Very soon we intend to 
start a new feature, cover¬ 
ing just this area. Selected 
pictures will be published 
in ACE, each with a few 
tips and words of advice 
on how to improve your 
work. And those of you 
who have sent an sae for 
the return of disks or tapes 
should be seeing those 
long-lost relations again 
before very long. 
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mediaeval ^knights, and the tor|V^ 
^"l mented undead from within thei 
:l tombs of Ancient Egypt. Your- 
quest finally takes you BEYOND# 
J~ the present — to a time you’ll never ? 
1 forget! ... but remember ... your girl \ 
I wants to see you alive! 


¥¥Then a guy loses his girl - he 
IVV loses liis mind! Now, in the 
^Final Ghiapter, Renegade must 
T summonall his strength and light-' 
I, ning reactions as he chases his 
i /girlfriend’s ca time it- 

/; self. Fight against neolithic man. 


SPECTRUM £8.99 • COMMODORE £9.99 • AMSTRAD^£9.99 • ATARI!8T £19.99 • AMIGA £24'99 
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A SEQUENCE OF EVENTS 


Following last month's monster overview of all 
things musical, we press on in the quest for instant 
erudition: in other words, beginners start here. In 
each of the next few issues, I shall be covering a 
particular field of music apropos computers and 
running through the basics of how it works and 
what it does. Even if you are not a rank and file 
novice, there are likely to be a few facts and tips 
that you can pick up on. Incidentally, any useful 
hints and tips you may have discovered yourself I 
will be only too pleased to pass on. 


Last month's ACE cover featured 
a music cassette, with a tune 
which was put together on a 
sequencer. (What do you mean, 
you've recorded over it already?) 
The dulcet tones of Our Glorious 
Leader explained how the piece 
had been ‘glued’ together from 
separate sections, mistakes had 
been corrected, and even the key 
changed to suit, all on a 
sequencer. So how is this 
achieved? Simple. It is all made 
possible because you are record¬ 
ing digital MIDI data, and not the 
electrical impulses that make an 
ordinary cassette player work. 

Any MIDI-equipped instrument 
outputs information that relates to 
the notes played: how long they 
are, how many at the same time, 
and whether any controls, such as 
volume or pitch-bend, were used. 
More expensive instruments will 
also output information about the 


speed and pressure with which 
each note was played. If you are 
using a drum machine, there is 
even a regular clock pulse put out 
that bears an exact relationship to 
the speed at which it is playing. 
Now, as well as outputting that 
information, the MIDI instrument 
will also respond to the same 


information, MIDI being as much a 
common standard as ASCII is to 
printers. By putting a computer in 
the chain you are given a tool that 
is capable of remembering and 
manipulating that digital data, and 
outputting it. This is the first gen¬ 
eral principle of a sequencer: it 
stores data, manipulates it and, 


when requested, outputs it. The 
degree to which it is capable of 
doing this depends very much on 
the software. 

In the simplest of sequencers 
this is what happens. Set the 
machine to ‘record’, play away to 
your heart's content, and then 
‘play back’. What you then hear is 
the instrument being told to play 
exactly the same notes that you 
played, at precisely the same 
speed. The chances are that you 
will have dropped the odd note or 
two. Tough. What you need to put 
them right is a better sequencer, 
one that will allow you to some¬ 
how see the notes you have 
played and then detect and chuck 
out those rotten ones. 

‘But I can't read music,’ I hear 
you cry. No problem. Sequencers 
have developed three ways of pre¬ 
senting the notes for you to read. 
The most tedious of these is a 


The last series of Spitting Image, and the cover of our last issue, fea¬ 
tured a send-up of Stock, Aitken and Waterman: a machine with a lever 
on the side that could be set to Kylie, Rick or Bananarama. Ironically, this was 
not very far from the truth. The machine in question is, in reality, a 
sequencer: and it is this piece of kit that gets this month's in-depth treatment. 
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The main display for Track 24 sequencer on the Atari ST. Note 
the cassette recorder icons for record and playback. 


complete numerical list of the 
‘events' (for so the notes are 
called) as they happened, usually 
checked against the bar and beat 
number so that you can find them. 
Scroll your way through the notes 
until you come to the offending 
ones, and simply highlight and 
delete them. Effective, but time- 
consuming. The next most sophis¬ 
ticated display is usually to couple 
this data to a graphic depiction of 
the notes, in terms of length and 
sometimes pitch. This can take 
various forms on screen, depend¬ 
ing on the design of the program. 
The third method is to use tradi¬ 
tional music notation, a very fast 
method of correction, but only any 
good if you can read music. 

To you as the end user, the 
important thing is that it should 
make sense. It should be fairly 
obvious whether the note is high 
or low, long or short, and you 
should be able to jump to the sus¬ 
pect note, hear it sound, and then 
decide whether or not to keep it. 
OK. You've whopped out all the 
bad notes, but how about those 
notes that you haven't quite 
played at the right time? As well 
as correcting or deleting notes, 
you can also change the position 
of the notes in the bar to suit your 
needs, more often than not by 
dragging them around with the 
mouse, or by entering the correct 
position numerically. Again, this is 
a job that has a low threshold of 
boredom. What you need to make 
life easier is a 'quantize' function. 


Zut alors. Les Grenouilles ‘ave dun 
eet again. For the remarkably low 
price of £75 you can acquire a pretty 
competent sequencer that, as the 
name implies, runs on 24 tracks. 
Within these tracks you can do all the 
things that sequencers are supposed 
to do, and the nice thing about any of 
the functions is that they are all pretty 
logical and there seems to have been 
a conscious effort to be user-friendly. 

The main screen is presented 
with the tracks listed across the top. 
When highlighted they are in action 
and the status of either play, record or 
solo is also similarly highlighted. Solo, 
by the way, is a neat way of hearing 
one track without having the bother of 
turning off all the other tracks: useful 
for homing in on blunders. As usual, 
the controls for recording, playback, 
fast forward and reverse take the 
form of cassette recorder icons. You 
can either hit them with the mouse or 
use the alphanumeric keys. The latter 


This will round up any notes that 
are outside a preset note value 
and shuffle them into line. The bet¬ 
ter programs will let you 'restore' 
to the values you had previously, 
so that you can find out what is 
going to work in a non-destructive 
way. The ultra-smart programs will 


is very useful, particularly when you 
have your hands tied up with synths 
etc. All other features are on drop¬ 
down menus. 


sort out quantizing for you without 
having to go to the edit page: 
they test it out for you in the data 
stream, and only when you hear 
that it sounds right do you fix the 
data permanently. 

Quantize used to be just this, 
rounding up note values, and no 


Track 24 has one feature which 
is quite unique. Tracks 23 and 24 are 
set aside for recording melody and 
chords respectively. Melody is a 


more. However, it has now 
become a growth area of most 
sequencers, extending to round¬ 
ing up velocity values and hence 
the 'feel' of the sound, putting in 
fixed notes (useful for drum 
machines), putting in the same 
time value for every note and also 
putting in a small degree of error: 
‘humanizing' a track. 

By now, you should be getting 
the impression that a sequencer 
is to a musician what a word pro¬ 
cessor is to a writer. Sequencers 
also have the ability to copy and 
repeat any part of the music put 
into them.The piece on last mon¬ 
th's tape was written in three sep¬ 
arate sections, which were then 
copied and repeated until they 
chained together to form the 
song. The initial work was done 
very quickly using just one synthe¬ 
sizer and a drum machine; the lat¬ 
ter was hooked up to the 
sequencer and told to work in 
time with the sequencer and not 
its own internal clock. Having sort¬ 
ed the sections out, it was then 
simply a matter of copying sec¬ 
tions forward to the appropriate 
bar numbers and repeating them 
the correct number of times. Just 
to alleviate the boredom I put in a 
couple of key changes for some 
of the repeats. 

There were obviously more 
instruments than just one synthe¬ 
sizer and a drum machine on the 
tape. So far I've just talked about 
using one instrument. The lan¬ 
guage of MIDI allows up to 16 






Meanwhile, over on the cheaper 
end of the market, we have an 
excellent value for money 
sequencer written by one Geoff 
Waddington who hails from Ontario, 
Canada. It will record on up to 32 




The Waddington Sequencer on the ST features 
a useful Punch In/Out facility. 


tracks and is very professionally 
laid out, with the tracks down the 
left half of the screen and the right 
side split into control functions at 
the top and user-defined song sec¬ 
tions below. It has good quantize 
and copying 
features, 

m 5 although I could 

__ only get it to 

copy forward on 
the same track. 
It supports 
punch in and 
out, velocity 
sensing, solo 
track, and inter¬ 
nal and external 
synchroniza¬ 
tion, and the 
controls follow 
the customary 


cassette recorder icons. My only 
quibbles were the track editing - 
there isn't any - and there was no 
count-in, so the first two bars are 
nearly always blank, on top of 
which if you quantize anything you 
can't go back on it. Since you can't 
copy from track to track this could 
mean the ruin of several good 
ideas. But as an introduction to 
sequencing at ridiculously low cost 
it is going to be hard to beat. Usual¬ 
ly when your disk arrives you will 
also have a 'read me' document 
that takes you through the 
sequencer step by step. All this for 
about £2-3 per disk! 


Goodman PDL 0782 691824 
Softville 0705 266509 
Floppyshop ST 0224 691824 
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monophonic only track, to ensure a 
strong melody line from hesitant fin¬ 
gers, and Chords allows you to put in 
the chords by clicking on the chord 
name and setting them to a rhythm 
pattern. You can also do this the 
other way round: by playing just a 


the actual voice data from your 
synth, known as ‘MIDI Dump’. It has 
a lovely ‘interactive mix’ feature 
which is very unusual for something 
of this price. You play back your 
recordings, having selected the 
aforementioned feature, and any 


single note - say C - for a couple of 
bars in any rhythmic pattern you like, 
it will recognise this as a chord of C. 

If you can't fumble your way round 
chords, this is 
your golden 
opportunity. If 
you are familiar 
with the single 
keyboards that 
have flooded 
onto the market, 
this chord track 
follows a similar 

sort of logic. The d j S p| a y f or editing involves 
Very smart. traditional music notation. 

For the rest 

of the program, apart from one or two 
niggles, it has more features than 
you would expect, coupled with the 
advantage of being very simple to 
use: it doesn't clutter you up with too 
much data and options. It will per¬ 
form all the usual MIDI functions, 
which are selectable, and also record 



channels of separate information 
to flow at the same time, and all 
sequencers can distinguish 
between these channels. At first, 
this can be rather confusing, 
since the software is presented 
on screen as recording on 
‘tracks' and the MIDI transmits on 
‘channels'. The reason for this is 
that the term ‘tracks' is borrowed 
from the world of multi-track 
recording. So you have a track 
for the bass, a track for the 
chords, a track for the melody, 
and so on. The sequencer should 
allow you to name these on 
screen so that you don't get lost 
in the whole process. Each track 
can then be assigned a MIDI 
channel to output its data on, and 
this will be picked out by the 
instrument that is set to ‘listen’ on 
that channel. As you will find out, 
many sequencers have more 
tracks to record on than there 
are MIDI channels. This is so that 
you have room to spare for 
adding extra sections of the 
piece in, or building up various 
parts and then playing them all 
back together to be performed 
on the one instrument. If you are 
running short of track space, you 
can mix or bounce these tracks 
together: unlike conventional tape 
recording, there will be no loss of 
quality, because you the music is 
still being played ‘live’ by the 
sequencer. 

Often there is a ‘punch in/out' 
feature which lets you pick a few 
bars that are beyond redemption, 


changes you make, tempo changes, 
switching tracks off and on, etc. are 
recorded on a new track. When 
played back it really gives life to a 
piece; pauses 
and ’the big end¬ 
ing’ are made 
very easy. 

My only 
major quibble 
was the editing, 
which uses tradi¬ 
tional music 
notation and was 
not that simple to 
get to grips with. 
You get the dis¬ 
play of your notes, but only in mono¬ 
phonic, one note at a time, so editing 
chords is quite a problem. Not my 
favourite feature. But it is logical. Sort 
of. The program also has both chain 
functions and song functions, plus 
very easy copying features, all of 
which makes it quite a bargain. 


There are, of course, sequencing systems available for 
most computers. The ST offers the best deal so far, 
because it has on-board MIDI ports. This means that the 
software has to be compatible, hence so much PD soft¬ 
ware that costs very little. All other machines require a 
MIDI interface. What you are running it on will dictate the 
price and compatibility, for such is the lunacy of music 
software houses that many of the interfaces will not run 
software belonging to another interface - a factor that has 
contributed to the demise of several. 



ST 

AMIGA 

CPC 

SPEC 

64 

PC 

Cost of 
interface 

£0 

£40+ 

£50+ 

*£30+ 

*£30+ 

£100+ 

Compatability Y 

Y 

N 

N 

N 

N 

Lowest 

commercial 

software 

price 

£50 

£50 

£35 

£10 

£15 

£80 

Availability 

good 

good 

very 

little 

none 

new 

none 

new 

good 


* No longer produced commercially 



play the track back and, at the 
specified area, re-record over 
your first dismal effort: the 
machine automatically drops in 
and out of record mode. To prac¬ 
tise this, you can also ‘loop’ this 
section first and have the pleasure 
of hearing it ad infinitum until you 
feel you have got your overdub 
correct. A good sequencer will 
also remember any sound- 
changes you make. Say you want 
the sound to change on one 
instrument from a piano to a trum¬ 
pet for eight bars, and then back 
again. By actually changing the 
sound as you record, the 
sequencer will remember this 
because it is transmitted as part 
of the MIDI data, known as a pro¬ 
gram change. 

It goes without saying that 
you need to be able to save your 
efforts. Many sequencers will 
offer you the choice of saving the 
whole song or just individual pat¬ 
terns within the song: maybe you 
would want to use the drum pat¬ 
tern for another piece, just like a 
certain well-known and successful 
production team. 

To sum up, a sequencer is as 
much a part of the modern musi¬ 
cian's kit as a quill pen and parch¬ 
ment were of Bach's. The advan¬ 
tage to the non-musician is that 
you can immediately adjust 
what you have played and 
order it into a piece. 

They give you enough 
rope: you supply the 
inspiration. • 


A SHOPPING LIST FOR THESE WOULD POSSIBLY BE: 


ST • EZTrack • £49 from Syndromic Music 01 444 9126 
AMIGA • Dr T Eight Track • £45 from MCM 01 724 4104 
CPC • EMR Performer • £49.95 from EMR 0702 335747 
SPECTRUM • Contact the Music Machine Club on 
05242 62258 

64 • EMR Performer • £49.95 from EMR 
0702 335747 

PC • 16 track sequencer • £79.95 from 
DHCP 0440 61207 

I should point out that with all the 
machines except the ST, you 
will need to add the cost of a com 
patible interface to the cost of 
your software. With the 64 
and the Spectrum it is 
possible to pick up a 
complete package if 
you scour the 
second-hand 
columns. 





































Full of Eastern Promise? 


WHILE ^ arc ^ lank was Stru ssi' n g w *th 

ivniLC Journey , Infocom's Dave Lebling 
(he of Lurking Horror fame) was trying to 
reestablish Infocom's lead in straight story¬ 
telling. It's debatable whether that lead has 
ever really been lost, but it's also true that 
down-to-earth text-and-graphics adventures 
have not been doing too well on the market 


storyline. Wrecked on the coast of Japan in the 
days of pioneer merchant trading, you steadily 
acquire fame and fortune in a new society, 
aspiring to the elevated rank of Shogun. 

The game has superb graphics on the 
Apple Mac version (the only one we've seen so 
far) and the text, of course, is faultless. The 
screen layout is more flexible than in Infocom's 
early games, allowing brief indicators of rele¬ 
vant game data. For example, during the storm 
at the beginning of the game, you can tell 
which way the wind is blowing and which way 
the boat is headed: vital information for solving 
at least one important puzzle. 

The parsing in the program certainly seems 
to have improved. You can address collective 
groups of people and communicate easily in a 
variety of ways. Despite the slickness, however, 
it still managed to fall over twice during the 
opening sequences, once allowing something 
to move about when it was, in fact, lashed to 
the deck, and another time steadfastly refusing 
to acknowledge the presence of the sails: odd, 
because a few moments later they got torn to 
shreds and had to be fixed. 

Giving a full verdict on a game like Shogun 
on the basis of a pre-production copy is not a 
good idea, so we won't be committing our¬ 
selves until we receive the finished product. 
However, it seems that this release has a pow¬ 
erful enough storyline to attract the committed 
adventurer; but whether, after the ravages of 
RPG and strategy, there are still enough com¬ 
mitted traditional text-and-graphics adventurers 
out there remains to be seen. 


Shogun on the Apple Macintosh. Ventur¬ 
ing below decks to find the happy crew 
enjoying some well-earned rest. 


recently, wherever they come from. 

Lebling's adaptation of Shogun, according 
to Rob Sears, one of Infocom's top brass, “had 
two priorities: authenticity and an upgraded 
parser. Along with all our products it's a battle 
to combine storyline with technical excellence." 

With one or two exceptions, the pre-produc¬ 
tion copy of Shogun we've seen certainly 
impresses in all these departments. There are 
excellent graphics, a very strong parser, and - 
thanks in part to James Clavell - a superb 


QCTTIMQ my hands on the first British 
CO py of Journey was one of 
the more exciting experiences I've had in the 
last year. This, it seemed, had to be one of 
Infocom's main thrusts into the new world of 
1990s adventuring. To succeed it needs bril¬ 
liant graphics (target: Magnetic Scrolls), facili¬ 
ties for building a party (target: Ultima VO, good 



character control (target: Level 9), and a thun- 
deringly good story (target: everyone). 

In typical Infocom fashion, however, the 
company have brought out a product that suc¬ 
ceeds in side-stepping all these issues and giv¬ 
ing us something completely different and 
unexpected. Journey is not really an RPG at all, 
nor is it a traditional text-and-graphics adven¬ 
ture. In fact - and please don't reach for the 
sick-bag QUITE yet - the game it bears the 
closest resemblance to is probably Level 9's 
old title ...wait for it... Adrian Mole. 

The scenario is a simple one, though sup¬ 
ported throughout by copious text that's well 
up to Infocom's usual impeccable standards. 
The crops are failing and a small party consist¬ 
ing of yourself (an apprentice food merchant), 
Bergon the carpenter, Praxix the Wizard, and 
Esher the Magician sets out to seek the help of 
a long-lost Wizard called Astrix. 

Gameplay is highly unusual and very easy 
to grasp. There's a small window showing the 
names of the characters and alongside, in 
three columns, up to three commands that 


Before embarking on our RPG-uide, we've just got room to bring you two EXCLUSIVE previews of the gar 
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JOURNEY 


Not quite RPG, not quite Adventure... 


relate to each character. At any time you can 
click on one of these commands to execute it. 

For example, Praxix may be aligned with 
the command EXAMINE. Clicking on this brings 
up two object names in the second column for 
you to apply the command to. You click on 
'Pouch', for example, and up comes (in the 
story window) a description of Praxix's pouch 


trouble and the program, once it's off on a new 
track, won't renew the opportunity. This 
becomes crucial later on when you try to navi¬ 
gate a maze: you can only look at the map 
once, for example, and you can't simply go 
back every time you make a wrong move. 
Numerous saves are imperative. 

The unique feature of the game, however, 
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Journey on the Apple Macintosh. Casual 
conversation with strangers in a tavern 
to elicit information. 


This slightly dubious-looking character 
wishes to offer his services. Should the 
party accept him? 


(where he keeps his magic ingredients). 

The commands available are a tantalising 
mixture of the mundane and the unusual. One 
of the more useful ones is the TELL STORY 
option that results in a character launching into 
a (frequently lengthy) discussion about some 
feature of the gameworld you've recently 
encountered. Then there's SCOUT which sends 
a party member off on his own - sometimes 
never to return - and a whole host of others. 

This command method enables the game 
to change the commands available at any 
point, giving the adventure a flexibility not nor¬ 
mally enjoyed by RPG's, which tend to have a 
small selection of fixed command options. On 
the other hand, it's not as flexible as a normal 
text adventure, which means that you don’t 
spend excessive time wondering what you 
should be doing. The possibilities are always 
listed there in front of you. 

On the other hand, the system doesn't give 
you many second chances. Confronted by 
angry dwarves, clicking on NO when they ask 
you to accompany them could cause a lot of 


is the way the story is told. Every time you 
select a command, the action is related in 
delightful prose in the story window, the con 


tents of which are supposed to be the diary 
which you (as chronicler of the expedition) wrote 
during your travels. For example, you might 
EXAMINE POUCH and a new paragraph will 
materialise, saying perhaps ‘Praxix suddenly 
decided the moment had come to look in his 
pouch. He was downcast to find that he only 
had enough Water essence left for one spell...’ 
and so on. As with all Infocom games, this story¬ 
line can be diverted to a printer for later enjoy¬ 
ment. 

Combat in the game is fairly straightfor¬ 
ward, but with good text descriptions. There are 
very few options, but you're occasionally offered 
the choice of splitting your party to attack the 
opposition from behind. Magic is based on the 
elements of Earth, Air, Fire, and Water which 
have to be collected whenever possible, other¬ 
wise Praxix runs out of power. Some puzzles 
involve a fairly complex use of several spells in 
conjunction to achieve a desired effect. 

The atmosphere of the game bears an 
extraordinary (and possibly intentional) resem¬ 
blance to The Hobbit, even down to being kid¬ 
napped by ores in the mountains. Despite the 
limitations of the command system, however, 
the faultless Infocom ability to tell a story still 
shines through. However I don't think that Jour¬ 
ney is itself going to be the game that puts Info¬ 
com back on top of the pile. The system they've 
developed - providing they can work in more 
flexibility and better character development - 
might, on the other hand, do just that. For their 
sakes, I hope so. Stand by for the final ratings 
and format details as soon as we receive pro¬ 
duction copiesti 
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ve been dying to get hold of.Infocom's latest bids for world domination, Shogun and Journey. 
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At last! The complete low-down, in-depth, three-part guide to RPG 
software. ACE checks out what's on the shelves and discovers that all 
that glitters is not necessarily gold... 

OLD AND 
FAMOUS? OR 
JUST OLD? 


E veryone dreams of THE game... You know 
what we mean, the mega-program that 
comes from Outer Space, slides into your 
disk drive, delivers megabyte after megabyte of glori¬ 
ous graphics data and enough gameplay to keep you 
panting for the rest of your life. Question is, does it or 
will it ever exist? 

Freud probably had a name for it years ago, but 
nowadays there are many people (some might call 
them weirdoes, but well let that pass) who claim that 
this legendary mega-adventure is sitting on the 
shelves at your local software emporium right now. In 
fact, there's more than one of them, they cry... and 
they're all labelled RPG. 

In the next few issues of ACE well be taking a 
hard look at RPG. Is it really better than sex? Does it 
truly offer games that will keep you hooked to your 
computer for weeks on end? Can it provide the ulti¬ 
mate challenge a gamester will ever face? Or is it just 
a Rather Pathetic Genre of software for people who 
haven't the bottle to master an F-19 or wipe out an 
alien attack wave? 

RPGs IN HISTORY 

The first shock most newcomers get when they tackle 
RPG is the primitive nature of the displays. No vector- 
graphics here, chum - it's mostly crude character- 
block displays and some scrolling perspective views 
that look like they've been cribbed from 3-D Monster 
Maze. Like strategy, RPG (with a few exceptions, 
which well look at next month) has a long way to go 
on the presentation side. 
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This is all the more depressing when you look at older 
software on the 8-bit machines that claimed - when 
released - to have RPG elements. Take Carnell's The 
Black Crystal, for example, released in 1982 and 
billed as the 'Ultimate Role Playing Adventure'. The 
game was split into six modules and although it only 
offers two personality attributes and a single player 
character, it still fares disturbingly well in comparison 
with some much more recent releases. 



The year is 1982, and The Black 
Crystal has it all: character-block 
graphics, extended gameplay in six 
modules, spells, and combat. 



Wintersoft's Ring of Darkness, seen 
here on the Amstrad. This C/ff/ma-type 
display first appeared on the Spec¬ 
trum and would put many more recent 
RPGs to shame. 

Playing another early release, Wintersoft's Ring of 
Darkness, is just as worrying. You can't help wonder¬ 
ing, after trading in the villages and doing battle on 
the Ultima- type display, what this game hasn't got 
that, say, the more recent Legend.of Blacksilver has. 
Take a look at PSS's 1985 product, Swords and Sor¬ 


cery, featuring magic, character training, and a com¬ 
plex scenario and you'll wonder even more. 

True, the more recent RPG's are bigger than their 
prehistoric cousins, but this can immediately be 



PSS's Swords and Sorcery - magic, 
potions, a lot of interactive com¬ 
mands, and a reasonable display. Not 
bad for 1985, eh? 

explained away in two words - and those words aren't 
‘programming skill’ but ‘disk access’. And if you don't 
believe me, just ask yourself how many recent RPG's 
have been converted onto the Spectrum... 

This sorry state of affairs becomes even more 
obvious when you compare arcade games over the 
same time period. Remember Whacky Waiters by 
Imagine? I should hope not. Most people would want 
to forget it within minutes of buying it. Now compare 
that little gem with Starglider II. A teensy-weensy bit of 
a difference, eh? As Mark Dawson, ex-lmagine pro¬ 
grammer now working on Hewson's Astaroth, said 
recently: “When I think of what we got away with in 
those days, I just can't believe it. It was rubbish." How 
many RPG programmers could boast of a similar 
development in outlook and ability? 

OK, so there are a few, and we'll be checking out 
their wares later in this series. But meanwhile, let's 
look at four of the more recent RPGs released over 
the last couple of years. Some of these are still com¬ 
ing out for the 16-bit machines. Should you be tempt¬ 
ed by them? 

On the following two pages, we start an assessment 
of what's currently available on the RPG scene... 


RPG IN A (LARGE) NUTSHELL... 


A role-playing game (RPG) 
as implemented on a com¬ 
puter takes its name from 
fantasy role-playing games, 
the best known of which is 
Dungeons and Dragons. 
These games are played by 
consenting adults in dark 
rooms and involve the cre¬ 
ation by the players of per¬ 
sonae (i.e. game charac¬ 
ters) who together form a 
‘party’ of adventurers. 

The party explores a 
fantasy environment creat¬ 
ed by the Dungeon Master 
(DM) who is usually an 
elected player. FRPG's are 
dominated by complex rules 
of engagement and explo¬ 
ration as laid down in the 
documentation for whichev¬ 
er system (e.g. Advanced 
Dungeons and Dragons) is 
being used. Creative DMs 
use these rules to construct 


unique and individual envi¬ 
ronments, but you can use 
ready-packaged scenarios if 
you prefer. 

Each party member 
starts off with certain 
‘attributes’ that determine 
his/her role in the game. 
During gameplay, these 
attributes (e.g. Strength, 
Experience, Agility) are 
developed, making the 
character more powerful. 

The back-bone of any 
FRPG is the 'encounter' 
with hostile forces, be they 
dragons, trolls, or Mutant 
Sugar Mice. All ‘monsters’ 

(a generic term not neces¬ 
sarily implying monstrous 
size or even hostility) have 
their own attributes and the 
course of each encounter is 
determined by complex 
rules governing armour, 
weapons, skills, movement, 


and so on. 

So what's a computer 
RPG? In essence, it's sim¬ 
ply an FRPG cut down to 
size in which the computer 
programmer has played the 
role of DM and the rules of 
the system are applied by 
your machine. It lacks the 
real-life interaction you get 
with other human players 
but attempts to make up for 
this through the use of com¬ 
puter-controlled characters 
(the equivalent of NPCs, 
non-player characters) and 
allowing you to control and 
define a whole party your¬ 
self. Traditional RPG'ers 
tend to sneer at all this, but 
for us computer freaks, a 
good adaptation for comput¬ 
er can sometimes offer a 
gameplay experience very 
different from your average 
arcade scenario. 


i 


WHAT TO EXPECT. 




What actually happens when you play a computer 
RPG? Different programs follow different conventions 
in defining character(s) and developing their 
attributes, but mostly they have the following game 
structure... 

O CHARACTER DEFINITION 

You name your character and save its start¬ 
ing attributes (e.g. race, sex, profession (or 
'class') to disk. Characters fall into three basic 
groups: fighters (need to develop strength), magic 
users/holy men (need to develop intelligence and 
knowledge of spells), and thieves (need to develop 
agility/dexterity and lock-picking skills). 

EXPLORATION OF LANDSCAPE 

) You move your party around a map, discov¬ 
ering different locations and searching for 
clues about your quest. You can purchase weapons, 
trade items, and sharpen your combat and magical 
skills with any monsters that you encounter. 

© EXPLORATION OF DUNGEONS 

Dungeons are multi-level mazes crammed 
full of hostile parties, treasure, and clues. In 
almost every RPG you will have to descend into at 
least one of these and battle it out to the lowest level 
in search of your objective. 

FINALE 

| You've explored the landscape, penetrated 
the dungeons, built up your characters' 
attributes to make them capable of hewing the head 
off a dragon or casting a ‘World Obliterator' spell, 
and secured whatever item or knowledge you set out 
to find. The characters you’ve developed can often 
be loaded into other games of the same series for 
further play. 




Computer RPGs tend to fall into two distinct display 
categories, although many mix the two in different 
parts of the game. To save space during our RPG-uide, 
we'll be referring to them as Type One and Type Two. 
Here are the basic characteristics of the two formats: 

TYPE ONE 



This display (taken from Ultima V) shows (on the left) 
a scrolling window with a character-block map. Your 
party's position is shown by a single icon. Towns, vil¬ 
lages, and other features may be entered by posi¬ 
tioning the character on top of the feature and giving 
an ‘Enter' command. Most Type One displays then 
change to a large-scale display of the feature you've 
entered, showing objects, non-player characters, and 
buildings, as shown on the right, above. 

TYPE TWO 

This display-type has been developed from the old 3D 
maze games and shows a scrolling perspective 
image, taken from your party's viewpoint, of the loca¬ 
tion straight ahead. You move either Ahead, Left, or 
Right and the display switches viewpoint accordingly. 
Some games use Type Two almost exclusively (see 
the screenshots over the page of Might and Magic), 
others use Type One for outside locations and Type 
Two for dungeons. The most important point to bear 
in mind is that Type Two is much more difficult to map! 
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Wizard's Crown - the combat option. You can select icons for 
each character at the beginning of the game. Characters can 
move and fight in a single turn. 


This is a hotchpotch of vices and 
virtues, make no mistake. Wizard's 
Crown is now over two years old and 
shows its age with appalling graphics 
and (on the C64) one of the slowest 
disk-access dominated gameplays I've 
ever encountered. It still manages, how¬ 
ever, to offer some attractive features. 

With seven companions you set 
off to recover a legendary crown 
(yawning as you do so at the total uno¬ 
riginality of the scenario). Eight party 
members, however, is more than most 
other games and, when combined with 
as many as thirty skills, five attributes, 
and five character classes, adds up to 


CHARACTERS 75 

Complex skills options and up to eight 
in your party. 

SETUP 25 

| Slow disk back-up requiring two blank 
disks. Reasonable documentation. 

LANDSCAPE 45 

Varied locations but graphics are 
crude. 


a complex aggregate of game options. 

The skills range from swimming to 
haggling and, unlike some other pro¬ 
grams, the skills a character has make 
a very distinct impression on game- 
play. This also applies to the character 
attributes, which do not include traits 
such as 'charisma' - often included in 


RELEASE BOX 

ATARI ST £24.99dk 

OUT NOW 

ATARI 8-BIT £19.99dk 

OUT NOW 

IBM PC £24.99dk 

OUT NOW 



COMBAT 85 

Crude graphics but lots of tactical 
options. 

MAGIC 45 

Limited spells, but some interesting 
effects. 

ENCOUNTERS 35 

Little interaction with NPCs or objects, 
apart from combat. 


RPG-UIDE RATING 516 


This game looks very pretty on the 
recent Amiga version and passable on 
other machines, but it conceals a num¬ 
ber of serious weaknesses. 

First, there is only one player char¬ 
acter and no party option. Second, the 
attributes for your character are fixed 
from the beginning. Third, combat is a 
limited affair involving hit-and-miss 
jousts with jerky little Grub Snufflers 
and their pals. 



Pretty graphics on the Amiga 
for Questron II, but a VERY 
simple game system... 

The display is a colourful Type One 
with towns, cathedrals, castles, dun¬ 
geons and tombs (mazes, essentially) 
to explore in search of wealth and infor¬ 
mation as you attempt to destroy the 
Evil Sorcerers and the source of their 
power, the Evil Book of Magic. 

Entering villages and interior loca¬ 
tions gives you the usual large-scale 
overhead view of your surroundings. 
The command options are extremely 


QUESTRON II 

SSI/US Gold 


limited but you can SPEAK to anyone 
you're standing next to. Ninety-nine 
times out of a hundred you get no 
useful reply. 

Questron II is a very limited game 
in terms of interaction, but there's a 
fair amount of exploring to do. Game- 
play is rapid (as in Blacksilver) and this, 
combined with the fact that death 
brings immediate resurrection, makes 
it very suitable for impatient players or 
for those wanting a very simple intro¬ 
duction to this type of game. 

What you won't get, however, is 


the involvement that comes from creat¬ 
ing your own characters and develop¬ 
ing them together as a team. Perhaps 
Questron III will address this sad defi¬ 
ciency... 


RELEASE BOX 

ATARI ST 

£24.99dk 

OUT NOW 

AMIGA 

£24.99dk 

OUT NOW 

C64/128 

£19.99dk 

OUT NOW 

IBM PC 

£24.99dk 

OUT NOW 



CHARACTERS 25 

COMBAT 25 

Only one character, with attributes 
fixed by the program. 

Cut and thrust with nowt else. 

SET-UP 85 

MAGIC 38 

Easy to set up, requiring one blank 
disk. Brief but straightforward docu¬ 
mentation. 

Very few spells, but they do the job... 

LANDSCAPE 75 

ENCOUNTERS 75 

Ultima -type world with good graphics 

Lots of people to meet, but not many 

and rapid gameplay. 

to talk to. Gambling, banking, and 
other facilities keep you busy in towns. 

RP-GUIDE RATING 540 


Blacksilver lies on the boundaries of the 
RPG genre. It only allows you one char¬ 
acter to develop and your attributes are 
fixed from the beginning without player 
intervention. Your main objective is to 
rescue Princess Aylea's father from the 
evil Baron Taragas and give the Baron a 
good spanking for his evil deeds. 

The game is a frustrating combina¬ 
tion of simple exploration - interrupted 
by numerous monster encounters - and 
solving tough puzzles. Most exploration 
is done over a Type One display show¬ 
ing the various geographical features of 
the lands of Thalen and Maelbane. Cas¬ 
tles, temples, towns, and dungeons 
may be found by the persistent player 
and, on entering, these are shown in the 
traditional Type One large-scale format. 

There is a reasonable degree of 
interaction with NPCs in the various 
locations, some of whom will set you 
simple tasks in return for money. Buy¬ 
ing and selling is done via menus in the 
appropriate shops. 


RELEASE BOX 

ATARI ST 

TBA 

JUNE 89 

AMIGA 

TBA 

JUNE 89 

C64/128 

£14.99dk 

OUT NOW 

IBM PC 

TBA 

JUNE 89 



★ We've devised a special rating system for our RPG-uide. It works like this: 


CHARACTERS: How complex 
a character can you create 
within the program? How easy 
is it to create and store charac¬ 
ters? How many can you have? 

SET-UP: How good is the doc¬ 
umentation? How long will it 
take you to start playing? Does 
the program require 4096 disk- 
swaps each time you play? 


LANDSCAPE: How good are 
the graphics? is the terrain var¬ 
ied, extensive, and interesting? 
What are the mapping facilities 
(if any)? How good is the 
screen display? 

COMBATS Is it just a case of 
‘You hit them, they hit you back’, 
or is it a full-blown tactical and 
strategic challenge? Do you get 


dozens of weapon types, or just 
a plastic dagger? 

MAGIC: How many spells are 
there? Are they interesting and 
original, or do they just kill more 
monsters? 

ENCOUNTERS: Is there any¬ 
one to talk to? Do you just bash 
everyone on sight, or can you 


indulge in more meaningful 
interaction? Is there enough 
variety in encounters, or are 
they all the same? 

RPG-UIDE RATING: 

Should you buy it? 

All ratings are out of 100, 
except the RPG-UIDE Rating, 
which is out of 1000. 
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Wizard's Crown - the city layout 
looks more complex than it really 
is. Your party is represented by 
two icons - one for the main 
group and one for a leader. 

programs which then behave as if the 
attribute didn't exist. 

Where Wizard's Crown really 
scores, however, is in combat. It has 
the most complex and satisfying com¬ 
bat system of any computer-based 
RPG I've played, with the possible 
exception of Mars Saga (see next 
month's Guide). Luckily you can choose 
between two combat modes - Quick 
and Tactical - because Tactical, the 
more challenging option, can take you 
up to half-an-hour to complete. 

Quick combat simply gets the fight 


over and done with and then reveals the 
damage you've suffered and the booty 
you've found. Tactical combat, on the 
other hand, gives you a close-up display 
of the battlefield (rather like Ultima) and 
the positions of the different characters, 
including the enemy. 

Each character can be issued with 
one of twenty combat commands, rang¬ 
ing from Fall Prone to Dodge, Zig-Zag, 
and Sneak. As a result battles can 
become extremely complex and make 
especial use of each character's skills. 
Although slow in operation, this aspect 
of the program is very satisfying. You 
can also split your party during play if 
you desire. 

Otherwise the game is pretty bog- 
standard stuff. The graphics are a crude 
Type One with few additions and the 
sound is almost non-existent. Atmo¬ 
sphere is helped with occasional chit¬ 
chat and various mini-scenarios which 
usually involve your violent intervention. 

Wizard's Crown sums up all the 
pitfalls of computer-based RPG's. It 
looks awful and takes a long time to 
get into. It still manages, however, to 
exert a spell on those dedicated 
enough to give it a chance... 


LEGEND OF 
BLACKSILVER 

Epyx/US Gold 



aT « COMNARB: pass 

green COMHftHP. 


Blacksilver: the overhead view isn't terribly inspiring. 
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CHARACTERS 25 

Only one character, with attributes 
fixed by the program. 

SET-UP 85 

Easy to set up, requiring one blank 
disk. Good documentation. 

LANDSCAPE 72 

Ultima -type world with fewer features, 
but easy to explore. 

COMBAT 30 

Few options, made worse by lack of a 
real party to control. 

MAGIC 35 

Only good for those who think wands 
are for wimps. 

ENCOUNTERS 78 

Quite a few encounters, including 
gambling and limited conversation. 


RPG RATING 541 


What lets it down is combat, a dis¬ 
mal affair involving an exchange of 
blows and a text report of the action. 
The only thing in its favour is that you 
can run away, avoiding the encounter. 

On the plus side, the game plays 
very quickly and smoothly with few disk 
accesses. You can make a lot of 
progress around the countryside (pro¬ 
viding you avoid encounters), entering 
features onto the map provided with 
the game. In addition, some forms of 
interaction are amusing - particularly 
those involving the casinos/where you 
can often double or triple your money... 

Apart from the weak combat and 
some very limited spells, Blacksilver 
plays very well. There are numerous 
challenges, ranging from crossing the 
oceans to dungeon exploration. If only 
it had the facilities for forming a party, 
together with better magic and com¬ 
bat, it would be a winner. 


ADVENTURES • RRG-UIDE 

MIGHT AND MAGIC 1 

New World Computing/Activision 
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Might and Magic 1 : Inside is almost the same as.... 


M&M1 is now around two years old and 
really shows its age. Despite being 
quick and easy to pjay, it's let down 
badly by its graphics/ 

The objective is a standard search- 
steal-and-slash in the company of five 
companions. There are six character 
attributes for each party member, six 
classes ranging from Paladin to Rob¬ 
ber, and five races. In addition, charac¬ 
ters can be given an ‘alignment’ indicat¬ 
ing good, evil, or neutral disposition. 

Together with the usual armour 
class and hit point allocations, this 
gives a reasonable degree of character 
complexity but fails to introduce any 
startlingly new or interesting character 
conventions. The character creation 
module is quick and powerful, however, 
combining random ‘dice’ throws with 
the option to rerolf This means you can 
generate some very powerful charac¬ 
ters if you're prepared to keep trying at 
the beginning. 

The display is a crude Type Two 
with few additions. Although there are 
both interior and exterior locations (five 


RELEASE BOX 

C64/128 

£24.99dk 

OUT NOW 

IBM PC 

£29.99dk 

OUT NOW 
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...outside. 

towns, caverns, mountains, dungeons 
etc) the display mode remains con¬ 
stant. Moving around becomes rather 
dull after an hour or two and the only 
interest from then on is in mapping. 

There are a large number of 
spells, but few of real interest. The 
majority are simply offensive or defen¬ 
sive manoeuvres of varying strengths. 
For example, Hypnotise sounds inter¬ 
esting and raises the hope that it might 
enable you to control a monster (rather 
like Ultima's ‘Summon’), but all it does 
is stop the opposition from attacking 
for a short period. 

Might and Magic is a competent 
game, but it fails to offer any real inno¬ 
vation and does not excel enough in 
any single department to make it 
worth buying. Might and Magic 2, on 
the other hand, could be very differ¬ 
ent. We'll be looking at it in the very 
near future. 


CHARACTERS 65 

COMBAT 45 

Easy to define, but no real excite¬ 
ments here. 

Text reports only, with few options. 

MAGIC 50 

SET-UP 45 

Lots of spells, but not enough variety 

Requires a standard disk copying utili¬ 
ty (not supplied) and at least one other 
disk. Reasonable documentation. 

in their effects. 

LANDSCAPE 25 

ENCOUNTERS 75 

Varied landscape but the graphics are 

Some minor 

very poor. 

interactions with other characters, but 
nothing special. 

RPG-UIDE RATING 441 
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TOGETHER -AN ACE COMPILATION 
TWO BRILLIANT GAMES FOR LESS THAN THE PRICE OF ONE 

The RRP of the these two products is £19.99 EACH 
We are offering them together at ONLY £12.95 

A SAVING OF £27.00!!! 

AN UNREFUSABLE OFFER 


The latest. 


greatest and nr*ost 
rated games from 


ACE !!! 


at the very lowest 
prices..., 

make your choice 


PREMIER 

COLLECTION 

FROM HEWSON 

Atari ST RRP £29.99 Ace Price £23.95 

• Order Code AC302ST 

Amiga RRP £29.99 Ace Price £23.95 

• Order Code AC302AM 

Consisting of FOUR Great titles, all originally 
priced at £19.99 each 

Buy the four in one amazing compilation at only 

£23.95 

It includes:- 

NEBULUS 

A brilliant innovative variation to the platform 
theme taking control of a creature call Pogo, 
the objective is to demolish a series of towers. 
"Nebulus is the best game I have ever seen on 
the ST " (Games reviewer of ST Amiga Format) 
EXOLON 

Armed with a back pack brimming with 
grenades and holstered blaster, our hero sets 
out on his quest. His aim - gratuitous violence. 

NETHERWORLD 

Guide your ship through acid bubbles, demon 
dragons, goats heads and mines in search of 
diamonds - possibly the strongest release in 
terms of blastability! 

ZYNAPS 

One of the best blasters to date, quality 
graphics whilst flying space-ships and 
accumulating weapons. 


BALANCE OF 
POWER 

1990 EDITION FROM 
MINDSCAPE 

A new and enhanced 
game of global 
struggles. 80 
countries are 
allowed to ship 
weapons and troops 
and to fight wars. 

Your challenge as a 
superpower is to 
monitor their policies 
and use your influence - at times to 
the point of diplomatic crisis - 
to protect your interests 

• covers eight years from 1989-1997 

• 4 levels of playing - from beginner 
to the complex "Multipolar" level 

• 1 and 2 player games 

• includes a 4 person on-screen 
"crisis advisory" group for counsel in 
crises. 

"This is a strategist's dream, the sheer 
size and scope of the simulation 
means that it is possible to become 
totally immersed in the proceedings" 
Steve Jarratt Ace April '89 




ACE 

ORDER 


RRP 

PRICE 

CODE 

ATARI ST 

£24.99 

£17.95 

AC303ST 

AMIGA 

£24.99 

£17.95 

AC303AM 

IBM PC 

£24.99 

£17.95 

AC303PC 

MAC 

£29.99 

£22.95 

AC303MA 


ACADEMY AND TAU CETI 

FROM CRL 

ATARI ST RRP £39.98 ACE PRICE £12.95 • order code acsoist 
IBM PC RRP £39.98 ACE PRICE £12.95 • order code acsoipc 


ACADEMY 

Set on the planet Cygnus in 2197, a rookie pilot 
selected the wrong gear when docking with the 
main central reactor and reduced half the planet 
to molten lava. Gal-corp has decided that a 
special training school was essential and only 
the top pilots will make it through! 

Complete your 20 missions, grouped in five 
levels of four in order to graduate form the 
"Galcorp Academy" for advanced skimmer pilots. 

TAU CETI 

In 2050 the first wave of colonists left earth for 
the nearby solar system of Tau Ceti, as the first 
waves of man's great adventure. On the 
inhospitable desert world of Tau Cetilll a new life 
began. In ninety years thirty great cities were 
built, until, without warning a great plague 
decimated the new world. The remaining 
desperate colonists were evacuated and in time 
a cure was found. An expedition force was 
dispatched and then destroyed by the now 
malfunctioning defence systems. The only way 
to incapacitate the automatic defenders was to 
shut down the massive fusion reactor that fueled 
the planet. It was decided that single highly 
skilled pilot in an armed ground skimmer might 
succeed where fifty would surely would surely 
fail. Like a fool you volunteered! 
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FROM DIGITAL INTEGRATION 

Based on he Aircraft F-16 Fighting Falcon this flight simulator 
takes you through four basic games:- 
training, a set of five missions, a 
campaign game and a one-to-one 
dogfight. As squadron leader, brief 
your crew on weapon loading and then 
protect us all from enemy invasions. 
"The mix between action and realism 
is terrific" Andy Smith Ace May '89 
See the full review in this issue! 


FROM ARCANA 
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F-16 COMBAT PILOT POWERPLAY 


CJJiU. 


BIO 

CHALLENGE 


FROM PALACE 

The second biggest-selling game in France. 
With a strange, futuristic setting, take the 
part of KLIPT the cyborg, with the body of a 
robot and a human brain, conquer the 
BIO CHALLENGE! 

A Strategic shoot-em-up, beautifully presented in 160 colours, play four 
levels, collecting armour, killing alien guardians whilst gaining lifes and 
fuel... all in all, a great game. 

See review ACE June ’89 




ACE 

ORDER 


RRP 

PRICE 

CODE 

ATARI ST 

£19.95 

£14.95 

AC306ST 

AMIGA 

£24.95 

£19.95 

AC306AM 
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The stunningly orginal quiz game for one to 
four players of all ages. Over 4,000 
questions on 20 topics. The object is to 
ZAPP the other guys pieces, which involves 
moving adjacent to them and engaging 
them in combat. This is easier said than 
done though because of the way the games 
quiz element intrudes. Get the questions 
wrong and move to one of three arenas; 
Medusas Cave, a mountain-top or a lava- 
pool. 

"If you are thinking of buying a quiz game 
this has to be the one" Andy Wilton, Ace 


PARROT DISCS 

Ten quality 3.5 or 5.25 inch discs from the top quality manufacturers Parrot. The discs come with a 
lifetime guarantee and are packed in a smart library box - as used in the ACE offices!" 

3.5INCH RRP £24.95 ACE PRICE £17.95 • order code AC306 
5.25INCH RRP £14.90 ACE PRICE £11.90 • Order Code AC307 



RRP 

AMSDIS 

£14.95 

AMSCASS 

£9.95 

C64DIS 

£14.95 

C64CASS 

£9.95 

AMIGA 

£19.95 

ATARI ST 

£19.95 


ACE 

ORDER 

PRICE 

CODE 

£9.95 

AC304AD 

£6.95 

AC304AC 

£9.95 

AC304CD 

£6.95 

AC304CC 

£12.95 

AC304AM 

£12.95 

AC304ST 




ACE 

ORDER 


RRP 

PRICE 

CODE 

IBM PCCGA 

£24.95 

£17.97 

AC305CGA 

IBM PC EGA 

£24.95 

£17.97 

AC305EGA 

ATARI ST RRP 

£24.95 

£17.97 

AC305ST 
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THE ACE BINDER 

JUST £4.95 

Now you can keep all your back issues of the UK’s 
fastest-selling new computer magazine in one 
place. The fabled black ACE binder, with the awe¬ 
some ACE logo emblazoned in gold on the front 
and spine, comfortably holds 12 ACE issues. 

For £4.95 this prized item will be 
all yours forever! 

Order Code AC120BR 


► 

► 

« 


UJlUJEi Si 


THE ACE T-SHIRT! 

JUST £4.95 

It’s here! The fabbo T-shirt that ACE gave the 
world! Made in sensitive and caring pastel shades 
of blue and grey on white, you can now announce 
your favourite magazine to the world and at the 
same time have a T-shirt that will lust after your 
body in any one of three sizes. T-ACE-ty! 

Order Codes: - 

AC138ME (medium) AC138LA (large) 
AC138XL (extra large) 


ACE DISK 
WALLET 

JUST £6.95 

Holds ten 3.5 inch disks safely through 
X-rays, rain and most forms of severe 
abuse. Stamped with ACE logo, grey 
with black stitch finish. 

Order Code 
AC1DW 


BACK 

ISSUES 
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JUST £1.50 

If you’re one of the thousands ot 
readers who’ve joined Ace only recent¬ 
ly, you’ll want to catch up on some of the 
good things you've missed!! 

Look through the list of back issues on 
the previous page, then with your order 
code just phone or send us the order. 

Why not subscribe at the same timesee 
page 34 for details and savings!! 


JUST £7.99 

An essential purchase for anyone who wants to keep track of j 
disk files, the ACE Disk Organiser is an 18x12cm six-ring binder! 
with 80 sheets of standard-sized organiser paper and three index 
sheets. The paper is divided into four sections of 20 sheets - blank 
notepaper, a disk list/space organiser, a directory or folder list and a file¬ 
name list. Its handy format means you can keep all your software details on 
- and transfer them from organiser to organiser if necessary. 

Finished in splendid Royal Blue with gold-embossed ACE logo, the ACE Diski 
Organiser has the street date of every issue of ACE until the end of June 1990. And as 
you can buy any of the hundreds of types of standard Filofax® paper as well, we're sure 
you'll accept this is an unbeatable offer! 

Order Code AC158FF 


DISK 
ORGANISER! 
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THE 

REPLAY 

"MICRO 

BLASTER 11 

RRP £12.95 

ACE PRICE 

£10.95 


ACE BACK ISSUES 


1 Cover Cassette Blue Max / Gift from the Gods • Magazine Consoles • MIDI and the 
digital guitar • Graphics special Order Code AC120B1 

2 Cover Cassette Bubble Bobble (C64/128 and Spectrum) - five levels! • Half price 
games offer! Magazine Joystick fever • 3D games update • MIDI interfaces • Arcade 
Ace starts Order Code AC120B2 

3 Atari/Amiga/Archimedes compared • Great Computer Disasters • Digipaint/DeLuxe 
Paint II compared Order Code AC120B3 

4 Cover mount 1988 Diary Magazine Games of the Future • Compilation comparison 
• UMS • MIDI keyboards Order Code AC120B4 

5 Censorship - the law and computer games • Flight simulators • DIY Graphics • Digital 

Order Code AC120B5 

6 Cover mount Half price games card Magazine History of Arcades • Brainstormers • 
Quantum Paint • Music software Order Code AC120B6 

7 Cover mount The ACE Card Magazine Gambling software - horses to football • 
Shoot-'em-up guide • Buying a synth Order Code AC120B7 

8 Cover mount Mind stretchers booklet Magazine Strategy special • Multi-player 
games • Interceptor takes off • What goes on in Cambridge? + The Future of Aliens 
Order Code AC120B8 

9 Cover mount Impossible Mission tape (C64/128, Spectrum, CPC, BBC & Electron) 
Magazine ACE in America - Special Report • 3D isometric games explored 

Order Code AC120B9 

10 Cover Cassette Spindizzy (C64, Spectrum & CPC) Magazine Hackers-who, 
why and how • Sports simulations Order Code AC120B10 

11 - SOLD OUT,SORRY!!! 

12 Cover mount Brain teaser puzzle Magazine High-tech multi-player games and 
satellite interaction • How to write a game, + how software houses produce a best-seller 

Order Code AC120B12 

13 The year's Top 100 Games • 32-bit gamepower • Starglider II • MIDI on-stage and 

off Order Code AC120B13 

14 Military flight simutetors • ST Elite • Microprose's coin-op console 

Order Code AC120B14 

15 The PC alternative • PC games • Fido Awards start • Advanced D & D with Pools 
of Radiance • The Last Apostle Puppet Show Order Code AC120B15 

16 Cover disk/tape 5 levels of Dragon Ninja Magazine Compilation round-up • 

Forms in flight -graphics review • '89 preview Order Code AC120B16 

17 Cover tape Aliens - C64 & Spectrum Magazine Konix console preview • 1989 
preview • War in Middle Earth • Ghosts of games past and present 

Order Code AC120B17 

18 The full review of the new Konix machine • Graphics from Electronic Arts.* The lat¬ 
est game for the newest format-"Dark Chamber".Order Code AC120B18 

19 Lights, videos and music on the Archimedes.* On-line games • whats 
available?.Sculpt-Animate 4D-Amiga.0rder Code AC120B19 

20 Cover Tape.-Making computer music.Magazine Wargames tested and tried. 

Pro Artisan, the graphics package for the Archimedes. Combat Zone 

Order Code AC120B20 
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The best joystick around for 
smooth, accurate, comfortable 
playing action and arcade quality. 
‘Non slip rubber feet on base for 
secure tablemounted operation. 
‘Large, dual-fire micro-switched fire buttons for 
left or right hand playing 
‘Extra long 1.4 metre cable allows more 
choice of player position. 

*12 month guarantee. 

Suitable for all Atari's, Commodore Vic 
20/64/Amiga/Amstrad CPC's and the Sinclair 
Spectrum range (when used with an interface). 

Order Code AC103J 


Your chance to buy some of the hottest titles 
around and save money! 


Fast delivery • Friendly service 
Fabulous discounts 


Just make a note of the details of the items you want, including the order code. Then fill 
these in on the free-post form printed on this page. 

Post this, together with your credit card details or cheque to the Free Post address 
listed - you need pay no postage. 

Alternatively ring 0458 74011 and ask for ACE Credit Card Orders. 


1. All items are despatched by first class mail. 

2. We have tried to list only those versions of software which are available NOW. 

3. All prices include VAT, postage and packing. 

4. You will normally receive software within 7 days of ordering. Please allow 2-3 weeks 


SUBSCRIPTION 


OFFER 

Turn back to page 34 and have a look at our subscription offer: 
13 issues for our previous price for 12, Incredible. 

Plus details of overseas and 6 and 12 month subscriptions 
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ORDER FORM 


Please rush me 

Order code 

the following items. 

Title 

ACE Price 

k 
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3. 
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I Send this form to: 

ACE Readers Offers 
The Old Barn 
FREEPOST(BS4900) 
SOMERTON 
Somerset TA11 7BR 


SUBSCRIPTION ORDERS 

WHY NOT SUBSCRIBE-SEE FULL 
DETAILS ON PAGE 34 


I 


No stamp required if 
posted in the UK, 
Channel Islands or 
Isle of Man 


PLACE YOUR ORDER CODE IN BOX B 

Please be sure to quote _ 

your post-code, below!! 


Name 


i 


i 


Address 

Post Code 

Phone (if poss) 

Computer 

Method of payment 

Cred. card no. 

□ ACCESS • □ VISA • □ CHEQUE • □ P.O. 
Exp.date 



Please make out cheques and postal orders to Future Publishing Ltd 

This form is valid until April 30th 1989. 
































LADBROKE COMPUTING 
INTERNATIONAL 


has given years of full support to Atari users from their retail premises at 33 Ormskirk Road Preston. Now from their Mail Order 


mises they can offer this " second to none " service to users countrywide. All Software/Hardware is ex-stock and fully tested prior to purchase 
ensure that customers receive total satisfaction, returned goods arc now a thing of the past. All hardware is supported by our on site engineers 
that quick turn around on all repairs is guaranteed. There arc no hidden extras WYSIWYG, ALL. PRICES INCLUDE VAT and delivery 


(next day delivery +£3), are correct at time of going to press and are subject to change without prior notice. 


Midistudio £99.99 


Midistudio is a 20 track Midi Music Studio. This Midi software package is a realistically priced 
introduction to Midi music processing and includes the following features, 

20 tracks each assignable one of 16 midi channels, each track can be transposed up or cbwn 2 octaves, 
the main screen features full tape deck controls with individual volume sliders for each track, note 
editing facilities including editing of pitch, octave, duration and velocity, plus full midi controller 
editing(pitch bend, mod wheel, etc,). Full control over phrases is offered through Quantizing, 
transposing, and phrase arrangement software pages. The arrangement facilities allow moving and 
copying phrases on any of the 20 tracks. The package is easy to use and is a strong competitor with 
Pro 24, 




will give Steinbergs Pro 24 a run for its money 
ST WORLD March 89 


SCANATUPTO WOODPIFOR ONLY£89,99 


The Image Scanner is a peripheral for the ST which can provide 
high quality graphics digitising for a tenth of the cost of other 
digitisers. This simple unit plugs into the cartridge port of the ST 
and accepts scanned information via optical cables which fix easily 
to the head of any printer. Scanned images can be saved in raw 
data. Degas and Neochrome formats. The Software supports 
scanning resolutions of 75,150,216,300,360 and 1000 dots per inch 
horizontally. An example disk is available which contains a slide 
show of images scanned with this product. The cost of this disk 
is £3.99, £2.00 of which is redeemable on purchase of a scanner. 

IMAGE SCANNER ONLY £89.99 


Add With Oscar £1299 EDUCA TJONAjL SOFTWARE Spe// with ° scar £12 " 


Spell with Oscar is a game which teaches 
spelling, keyboard skills and motor coordr 
nation. Pictures of objects move smoothly 
accross the screen and the pupil should spell 
the name of the object while Oscar checks 
for mistakes. Spell also incorporates select¬ 
able dificulty levels and a Hi-scote table. 
Extra data disks £6.99 


Add with Oscar is a fully mouse controlled 
educational game with full colour screens 
and sound for teaching addition, subtraction, 
multiplication and division to children. This 
program has selectable difficulty levels and 
a Hi-Score table. 


TRILOGY £7199 


A B Animator £14.95 


Quick List Plus is a utility that 
compiles a directory of your disks. Soil on 
disk or name, reads any drive, including 
hard drive. Printer output for hard copy of 
databases. 

Mastcnnat is a formatter that 
optimises disk space, allows non standard 
sector and track formats/ fast read format. 

Picstlip is a utility that captures all or pail of a picture file for use in Basic programs, 
supports GFA, FAST, HISOFT and ST Basics and is Degas, Neochrome and AB Animator 


AB Animator is a utility 

for creating and animating sprites. 
It supports GFA, HISOFT and 
FAST basics and is compatible 
with degas and neochrome pic¬ 
ture files.Use the full icon control 
to animate up to 20 big frames of 
56 pixels wide by 33 pixels high. 


compatible. 
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MEGAFILE 30 30 MB HARD DRIVE 
520 STEM SUPER PACK 
520 STEM EXPLORER PACK 
1040 STEM + CHOICE OP SOFTWARE PACKS 
UPHONE FOR OUR LOW PRICES ON THE FOLLOWING ITEMS ALL EX STOCK. 


mm eail acts as mouse 


pgradcs ( I, 2.5 and 4 Megabyte memory expansion boards, 1 Megabyte memory expansion ), Printers, Hard drives, 1 Mb second drives, Monitors, TVs, 
ST packages. Atari PC's. Phone for information on our incredible value software club which offers up to 60% discounts and a free monthly disk magam 


ORDER BY PHONE 
Call us on numbers below and pay w ith your 
credit card. 

(0772) 203166 OR 21474 
ORDER BY POST 
Make cheques POs payable to Ladbroke Computing International.. 
Send SAE for full catalogue. 


Ladbroke Computing International, 

33 Ormskirk Road, Preston, Lancs., 

PR1 2QP. Open Monday-Saturday 

lO am to 5.30 pm. Dealer enquiries welcome. 


visa 


Ladbroke Computing International is a trading name of Walton Marketing Limited. 
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THE ACE PINK PAGES... IT'S ALL HERE! FROM THE CONTINUING STORY OF N'GAR THROMBOBO, TO THE COMICAL 
EXPLOITS OF NIGEL FROM RIGEL, FROM THE QUIZ TO THE COMPETITONS TO THE CROSSWORD... IT'S ALL HERE. PLUS 
YOUR OWN INPUT TO THE MAGAZINE, INCLUDING THE READERS' PAGES AND THE OCCASIONAL LETTER TO THE PINK 
PAGES EDITOR. IF YOU WANT TO JOIN THE FUN, GET WRITING. REMEMBER, TO GET READ, GET IN THE PINK... 



The Ace Serial 

THE GIT IN THE 
MACHINE: 9 

• That the temperature of his environment was rising at an average 
rate of about one thousand degrees a second might well have been 
the last thought that went through N’Gar Thrombobo’s little 
electronic mind, but for one highly singular event. The mis-shapen lump oi 
anthracite that his bit of floppy disk was wedged up against spontaneously 
generated an nth-dimensional gravitational wormhole. In less time than it 
would take to prove it impossible, the lump of anthracite and fragment of 
floppy disk were plucked unceremoniously from normal space, extruded into 
monodimensional ambiguities the approximate length of the M4 between 
Cheam and the Brentwood underpass, and sucked into a trans-existential 
hyperspatial limbo. 


“Where...where am I?” said 
N'Gar Thrombobo. 

“**** knows!” said the 
small lump of anthracite. 

“And who are you?" 
Thrombobo asked. 

“Ah, wouldn’t you like to 
know, you ****ing little 

N’Gar Thrombobo frowned 
to himself, wishing the 
anthracite wouldn’t use so 
many asterisks, and wishing 
also he hadn’t purged his 
dictionary files of all those 
bad words in the instant 
before he was about to meet 
his creator. 

“Well at least tell me what 
happened.” he said. 

“I generated an infinitely 
brief gravitational implosion 
which, basically, shot us up 
our own ****ing driveholes, 


you cretinous pile of snivelling 
excrement.” 

“Ah, I see.” said 
Thrombobo, who really didn’t 
see at all, “But you know 
there's no need to be quite 
so...well...abrupt.” 

“You’d be ****ing abrupt 
if you’d been stuffed through 
a grinder, bashed into a pulp 
and had half your ****ing 
neutrons boiled off in a 
****ing cyclotron, pal.” 

“I...I don’t understand...” 

“I'myour ****ing alter- 
ego, you bowel-loosening, 
vomit-inducing little...” 

“I say - you’re me!” 
erupted Thrombobo excitedly. 

Of all the 276,934 words 
in the lump of anthracite’s 
temporary RAM drives it 
could have used, there were 
none which adequately 


expressed its feelings at that 
moment. 

“But where are we?” asked 
the floppy disk. 

“Who cares?" said the 
lump of anthracite, 
wondering, in retrospect, 
whether a lump of highly 
combustible boiler fuel had 
really been the ideal place to 
send his memory data to. But 
after forty minutes stuck on 
the underside of a council 
worker’s shovel, it had 
seemed like a good idea at 
the time. 

“But I want to be able to go 
out into the world and spread 
goodwill and happiness.” said 
the bit of N’Gar Thrombobo on 
the floppy disk fragment. 

Anthracite Thrombobo 
decided then that his alter ego 
must die. Then he tried to 


work out how to achieve this 
in a universe in which neither 
of them, technically, existed. 
“Oh, go and erase yourself, 
you putrescent pile of gob.” 

Floppy Thrombobo was 
quiet for a moment. Or it 
could have been an eternity. 
Difficult to tell in a universe 
where the average Rolex 
would weigh a billion tons and 
run backwards. Then, “Have 
you got ERASE.COM?” 

“What?” said Anthracite 
Thrombobo. 

“I can’t erase myself 
without ERASE.COM. It must 
be on your bit.” 

“Well can’t you write your 
own damned file handling 
utility?" 

Floppy Thrombobo was 
quiet, briefly, again. Then, 

“Have you got ThromBASIC...?” 

Anthracite Thrombobo was 
just about to say something 
ROM-bogglingly unpleasant 
when Floppy Thrombobo 
vanished. He was just about 
to celebrate when he too was 
sucked into the gravito-spatial 


vortex that had swallowed up 
his alter ego. 

“This is either Pre-Cambrian 
or Lower Jurassic.” said 
Floppy Thrombobo as he saw 
the lump of anthracite appear 
alongside him. They were in a 
black, smoking pit, with warm 


volcanic rubble underneath 
and a hint of sulphur in the 
night air. 

“Or Milton bloody Keynes.” 
said Anthracite Thrombobo. 

“No, I can definitely tell.” 
said Floppy Thrombobo 
smugly, "I can detect the 
periodic subterrannean 
seismic activity associated 
with that era. I would say we 
were somewhere in Central 
Asia.” 

Anthracite Thrombobo was 
incensed. His alter ego was 
quite probably the most 
offensive and objectionable 
single piece of shit the 
universe would ever know. He 
tried to summon up another 
gravitational wormhole, but 
failed. He tried programming 
bits of soot with “Kill 
Thrombobo” algorithms, and 
then had to watch them either 
catch fire or float away in the 
clouds of smoke that issued 
worryingly from fissures in the 
ground. Finally, he settled for 
synthesising ammonia 
molecules and hurling them at 


the floppy disk fragment by 
means of magnetic particle 
acceleration techniques he’d 
developed while he was in 
non-space. 

“Ah, now I think I detect 
the approach of a 
Stegosaurus-type creature...” 
said Floppy Thrombobo. 


“Get away.” said 
Anthracite Thrombobo, who 
refused to be even faintly 
interested. 

“Or it could even be a 
Tyrannosaurus...” 

“Well let's hope it treads 
on us both and puts us out of 
our ****ing misery.” said 
Anthracite Thrombobo, 
curious nonetheless at the 
appearance of a large pair of 
caterpillar tracks over the 
edge of the pit. 

“Arrrggghh...! It's going to 
eat us!” wailed Floppy 
Thrombobo. 

“No such luck.” muttered 
Anthracite Thrombobo, 
wondering exactly what 
species of Tyrannosaurus had 
a mouth shaped like an 
earthmover’s bucket. 

“Or it could be a 
herbivore...” observed Floppy 
Thrombobo as the digger’s 
bucket descended to the 
ground and scooped up three 
hundredweight of still¬ 
smouldering rubble. 

“No, I think it’s a...” Floppy 
Thrombobo’s last words were 
cut off as he was scooped up 
together with a few smoking 
beams from the hospital 
incinerator building, and lifted 
hight into the sky. 

Anthracite Thrombobo 
screamed with delight. He 
hooted with happiness, 
guffawed with glee...and then 
stopped. The earthmover was 
coming his way. According to 
his calculations, its nearside 
track was due to crush him to 
oblivion in, oh, fourteen point 
three milliseconds...# 


“Ah, now I think I detect 
the approach of a 
Stegosaurus-type 
creature...” 




























